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The Super Action gang still have their fingers firmly on the 
pulse of the SNES world. This month’s news comes hot off the 
press from the Winter Consumer Electronics show in Las 
Vegas. Roving reporter Jason Spiller has brought back a 
great big bag full o’ scoops for your eyes only. On the cover 
you’ll have seen Empire’s finest title to date, Space Ace. 
Inside there’s a special feature on this cartoon style 
classic comprising an interview 

with the programmer and a ^ k 

full review. There’s 
loads more great stuff 

inside too. It’s a beauty! m ^ 
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AU the latest and 
greatest games in the 
world are packed into 
our smart news pages. 

Jasey Spills is just 
back from Las Vegas 
with a bag 'o fun. 


This year s C.t.S show was a 
scorcher and we’ve got all the 
hottest news, right here in Super 
Action’s Planet Nintendo! 
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Yes indeed! Welcome to this 
special CES report by our 
roving news hound Mr Spiller. 
Here’s the lowdown on 
what’s happening Stateside. 


I f the 1994 CES in Las Vegas dis¬ 
played all the basic characteris¬ 
tics of shows gone by, the pace 
seemed even more frenetic with a 
sense of uncertainty and expectancy 
whipping up an entire industry into 
a hive of hyper-activity. 

An aerial camera would show an 
unstoppable, inumerable army 
instinctively preparing for a major 
catalyst in its life, like a nest of 
relentless soldier ants. 

The noise was ceaseless... a cresh- 
endo of mega-herts with exhibitors 
bidding to win the attentions of 
consumers with all the tricks in the 
book - scantily-clad venus', not 
supringly, winning over the obliga¬ 
tory grotesque and ludicrous army 


of rubber foam-costumed charac¬ 
ters, fixed smiles belieing the obvi¬ 
ous discomfort of the pitiful 
individuals inside. 

Nintendo revealed plans to face 
up to a new bunch of 'big boys' 
vying for supremacy in the play¬ 
ground by concentrating on what it 
knows best, cartridge games and a 
the promise of new 64-bit potential 
called project Reality. 

The competition is hotting up 
with electronic giants JVC showcas¬ 
ing a new console, Sony wetting 
the palet with the promise of a 
multi-media machine and the likes 
of Panasonic's 3DO which although 
no looker, more than resembling a 
Reebok Step Master, nevertheless 
delivers the goods as promised. 

Add a dearth of PC-based ergo- 
shaped CD-Rom machines and con¬ 
fusion and aprehension reigned 


supreme. Battle-scarred Atari 
showed it's claws with the Jaguar, 
although precious little software 
was showcased for the machine and 
certainly nothing that looked like it 
even scratched the surface. 

A cartridge-based console, the 
Jaguar boasts 64-bit capacity, which 
means the games will certainly have 
a lot to live up to. 

Although independent polls reveal 
an overall decline in the console and 
handheld market, Nintendo still 
shows no discernable interest in 
exploring CD technology. 

Quite contrary to the otherwise 
universal CD directive, Nintendo is 
proclaiming 1994 "Year of the car¬ 
tridge" estimating a colosal 112 mil¬ 
lion cartridge sales, 70 percent of 
which Nintendo say will be just 
down to them. 

The fued between Nintendo and 
Sega has escalated to a high level 
and it's getting personal. Nintendo's 
senior vice president Howard 
Lincoln was deeply critical of the 
level of violence in Sega games." 

At a show conference Lincoln 
said: "Rating games will not make 


them 
less violent. 

Only manufacturers 
acting responsibly can do 
that by controlling game content 
and by keeping outrageous games 
like 'Night Trap' off the market." 

With no CD initiative, Nintendo is 
relying on its enormous success 
(over 15,000,000 SNES's in the US 
alone) to carry the cart boom 
through. It has introduced the so- 
called 'Gateway System' which is 
designed to expand the audience by 
introducing airline passengers and 
hotel guests to video-gaming. 

Chief engineer Russell Braun 
spoke of: "A full spectrum of per¬ 
sonal entertainment and informa¬ 
tion that will reach over 20 million 
travellers worldwide. 

The fact that we can introduce 
Super Mario to a wide span of air¬ 
line passengers circling O'Hare or 
travelling at 40,000 feet above the 
Atlantic is a measure of its poten¬ 
tial." Virgin Atlantic, not surprising¬ 
ly, is just one airline to embrace 
Nintendo's in-flight entertainment. 
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Nintendo was quick to point out 
that: "The consumer has been slow 
to adopt CD-ROM" and for the time 
being, the SNES is still Nintendo's 
technological flagship with the chip- 
led SFX system. 

But at the CES Las Vegas 
Nintendo was keen to show that it 
had not being complacent about its 
immediate competitor Sega, or the 
attentions shown by such Japanese 
electronic giants as JVC, Sony and 
big boys Panasonic. 

Nintendo's direction is hardly 
technologically- expanding, more a 
gamble on gameplayers sticking 
with what they know, namely carts 
and internal chip driven software. 

Project Reality is Nintendo's bid to 
take video-gaming into the mid and 
late 90's. In association with Silicon 
Graphics, Project Reality is a 64-bit 
potential and the first comercial 
application for Silicon's so-called 


Reality Immersion Technology 
which boasts: "leading digital 
media technologies to create a new 
generation of video games which 
realise fully three-dimensional 
worlds In real-time." 

The system was used in the mak¬ 
ing of Terminator 2 and Jurassic 
Park. Project Reality Is the first 
video entertainment application of 
MIPS RISC microprocessor tech¬ 
nologies. Nintendo's machine will 
be based on the MIPS Multimedia 
Engine, a chip set consisting of 64- 
bit and a graphics co-processor 
chip, Nintendo is claiming: "an 
unprecedented leap over current 


home video game technologies, 
suggesting that it has: "skipped a 
generation." 

The price of the SFX 2, which is 
scheduled for release in late '95 is 
expected to be under £200. At a 
well-attended SFX 2 launch confer¬ 
ence, Nintendo's vice president 
Howard Lincoln offered: 

"We have always said we will 
only introduce new hardware onto 
the market when it delivers dramat¬ 
ically improved performance and 
value. 'Project Reality' dissolves cur¬ 
rent limits of video play causing the 
world to challenge its notion of 
what a video game can be." 


FUil. REPOIIT 


MICKEY'S CHALLENGE 
Nintendo are keen to 
show the caring side of 
video-gaming, aiming to 
win over the kids with 
the most endearing kid¬ 
die licences possible. 

Mickey's Ultimate 
Challenge stars Disney's 
durable principle charac¬ 
ter in a series of brain- 
teasers in a role playing 
game of discovery. 

There are five puzzles 
to solve, each featuring a 
classic Disney character 
culminating in the ulti¬ 
mate puzzle atop the 
magic Beanstalk. 

Aimed at promoting 
'critical thinking skills' 
Mickey's challenge is just 
one of a fistful of early 
education games to be 
released this year. Eek! 


Right: Here we have Spills 
faking the funk and annovi 


faking the funk and annoying 
everyone else who was waiting 
in line for a go at scoring a 
basket. Jase spent all day 
trying to score. Ho hum. 




mm 


SPIKE MCFANG 
Spike McFang has sud¬ 
denly become a surprise 
cult video-game figure in 
the States and his game 
is set for release in the 
first quarter of 94. 

The game is a horror 
spoof, integrating all the 
horror characters and 
icons it can get away 
with. In an over-head 3D 
perspective of play, the 
game suggests a reversal 
of roles from the original 
Bram Stoker story, 
whereby the hero is the 
vampire and the villain is 
Van Helsing, or in this 
case Von Hesler, which 
teeters close to the 
boundaries of taste. 

Billed as a Zelda-style 
aventure. Spike McFang 
has been developed by 
Nintendo's favourites 
Bullet-Proof. Official UK 
release is exected in the 
early part of 94. 
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Below: It looks like we’re 
moving in for the kill. 
Search the area 
successfully before 
letting loose with your 
awesome lasers. 


Wizad Of Oz On SNES 


I f long in the tooth' was used as 
a gauge. The Wizard of Oz is a 
veritable sabre-tooth tiger. Why this 
ancient flick from yesteryear should 
make it to today's video game mar¬ 
ket this late in the day is a mystery. 

Nevertheless, this classic fantasy 
tale has been adapted for gameplay 
with all the characters and main 
storyline features included. 

Published by Seta in 
the States it remains to 
be seen whether the all- i 

Americanism of the 
movie is relevant in the 
UK and Europe. 

The official UK release 
date is as yet unknown, 
but considering we get 
to see the movie every 
Christmas on BBC 1, I 
can't see there being |2| 
much of a demand for it. 


Above: There’s Klingons on the 
starboard bow, or something. Select 
your weapon, tune the laser to the 
correct heat and blast those hairy 
space dweebs outta the sky! 


Starship Bridge Sim 


T he so-called Starship Bridge 
Simulator offers dozens of 
simulated missions in the final fron¬ 
tier in which a player can command 
one of three different starships 
ranging from science vessels to 
Constitution-class heavy cruisers 
on a variety of missions ranging 
from scientific research to diploma¬ 
cy to battle. The game features the 
style of presentation normally asso¬ 
ciated with PC adventures. The 
game is to be published by 
Interplay autumn 94. 


Above: This is a fine example of some of 
the technical tish and pish that’s to be 
expected when playing a game of this 
intergalactic calibre. 


H udson Soft has recently 
crossed the pond to our fair 
isle with the promise of some high- 
profile licenses. The recent Disney 
'classic' Beauty and the Beast gets 
the full Hudson Soft treatment. 

Veteran toon man Don Bluth's 
Feivel Goes West and excellent kid¬ 
dies cartoon Inspector Gadget are 
also setr for video - ■; ■ 

game success. 

More conventional 
fayre is arcade stal- 
wart Bomberman in 
a so-called 'Party- 
pak' which features 
a mutlitude of party 
fun including the 
four-way play option 
courtesy so-called 
Multi-tap peripheral. 

for of 
these releases dur- 
the and sec- 
quarter 


8 SUPER ACTION 


^ ag 




H 



' J 









































Which famous Manga 
video will be 
transformed into a top 
selling SNES game? 

Your guess is as good as 
mine mate. 


B illed in the States as the most 
anticipated sequels this sea¬ 
son, one might expect a title that 
trips off the tongue. Therefore, it is 
a surprise that few people, if any 
have heard of in the UK. 

Actraiser 2 is a graphically power¬ 
ful game, very much in the style of 
early Psygnosis games, an unadul¬ 
terated hack 'n' slash platform bash 
from yesteryear. 

Published by Enix, a release slot 
has yet to be set in the UK market, 
but if this sequel performs like its 
predecessor, it is likely we will see 
its official release rather sooner 
than we had expected. 

Keep an eye out in future Super 
Actions for more news on this much 
awaited adventure sequel. 


V egas-based SETA has recog¬ 
nised the Manga cult as a 
growing youth culture and Is plan¬ 
ning a series of commercial like- 
minded action adventures. 

Musya pits the typical Manga 
style characterizations in a typically 
violent arcade adventure. Again, 
official release in the UK has not yet 
been confirmed. 

Akira Is one title that's definately 
hitting your SNES in the forthcom¬ 
ing months, and we'll have more 
news on that and other Manga 
related video games in next months 
excellent Issue of Super Action. 


F rom stateside publisher ENIX^ 
'A rune with a view' style of 
game! This is a first-person perspec¬ 
tive graphic adventure which 
unashamedly feature every icon in 
the graphic adventure book. 

Meanwhife, Paladin's Quest has 
made appearance on ]u 5 t about 
every format and is published on 
SNES by ENtX (check out our 
review on page 
20). addition to 
that, based on the 
cartoon 

Enix showcased 
King Arthur 

ancient 
this game 
original perspec- 
tive that combines 
full combat action 
With aspects of 
serious role-play- 
* ing. Out soon. 


Whoopi There it 
is! NBA Jam in 
fuli effect and 
well and trueiy in 
the house. If you 
B want to slam 
B dunk your way to 
B the top of the 
r^- league - ifs alt 
\; possible with NBA 
Jam! Hurrah! 


Hut, hut, hut! 
It’s Monday 
night and we’re 
ready to rock - 
USA style. 
Super Bowls 
and stuffy 
touchdowns 
ahoy! 


A BC's Monday Night Football 
has become a post weekend 
institute in the States and lends 
itself perfectly to an off-the-wall 
sports sim license. 

Still in the early stages of its 
development, the game promises 
"hard hitting digitized graphics, 
zoom lens play perspective and a 
full 28 prime-time teams with their 
own personalities and field play". 

ABC's Monday Night Football is to 
be published by Data East some¬ 
time this spring and should keep all 
the John Madden fans quite happy. 


A cclaim is arguably 
the most prolific 
third-party developer, i. j 
and '94 looks to be no 
exception. NBA Jam is a 
conversion from the highly-suc- 
cessful coin-op version. 

Featuring 54 of the NBA ail stars 
from teams in the NBA 

lea^ft^he game is a stunning pre- 
^|Rioi\ and instantly playable. 

Great cpntrol NBA makes up for 
the lack of it i previous ball 
games. Eagre to get on the LA 94 
band-wagon Acclaim's World 
Class Soccer employs all the 
state-of-the-art tricks. 

Back Stateside, MBLPA is a 
spectacular baseball sim featuring 
tv style presentation which shows 
close-up action during the game. 

The Simspons remain the most 
exploited cartoon license ever and 
Acclaim showcased the best yet, a 
Virtual Bart cart, featuring Bart's 
favourite cat and mouse duo. 
Itchy and Scratchy. 


WKDERFSL PLA^ 
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C onsumers expected a few far- 
eastern palace turrets, maybe 
a few see-through baggy-panted 
cuties. But Nintendo seemed 
uninterested in promoting 
Aladdin-mania, which made 
its forth-coming Disney 
license game seem like a bit i 

of a non-event. 

Fortunately, the game 
spoke for itself, featuring all . 
the superb movie characters. • 
Jasmine, Aladdin, Abu, the 
Genie and the evil Jafar star in an 5 
all-action platform game featuring E 
some spectacular magic-carpet flying 
simulation sequences. Coo! 
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HOT NEW SIX 2 


U ntil "Project Reality" actually 
becomes reality, Nintendo is 
concentrating on its proprietary cus¬ 
tom chip SFX, originally introduced 
in Star Fox, with a second genera¬ 
tion chip SFX 2 that nearly doubles 
the speed of the already pacey origi¬ 
nal chip, allowing faster calculations 
for seamless on screen animation. 

Nintendo showcased the SFX 2 at 
CES which boasts texture mapping 
and RISC technology, 3D polygon 
animation and light source shading. 


SFX 2 makes its debut in Stunt Race 
FX which Nintendo boasts is: ""The 
fastest and most technologically 
advanced video game ever"'. 

Stunt Race FX uses all the SFX2's 
3D capacity in an in-cockpit race 
game which takes place on rather 
unconventional tracks - a contrast 
to the usual tarmac circuits in the 
majority of race games. 

The player has to take control of a 
high-powered car over a terrain that 
demands as much stuntman brava¬ 


do as race-driving prowess. The 
visuals are very spectacular featur¬ 
ing amazingly swift-moving 3D 
graphics. Stunt Race FX is due for 
an official release in April. 

Other SFX 2 themes In production 
all have one thing In common - 
speed. A Concorde flight simulator, 
a Winter Olympics game starring 
the Jamaican Bobsled team and a 
sprinting sim endorsed by Jackie 
Joyner Kersee are all set for releas¬ 
ing onto the unsuspecting public. 




WICKED 18 

A superb golfing simulation. 
Wicked 18 is a great golf chal¬ 
lenge which is instantly playable 
and constantly challenging. 

Featuring all manner of courses 
and terrain, weather and course 
design. Inspired by state-of-the art 
golf-sim presentation presenting 
that rare treat, a believable sport 
simulation on console. Designed by 
Bullet Proof Software. 


Hyper Funky 

K onami showcased game ^n'gun kit Lethal Enforcers, 
with sneak previews of arcade-pitched basketball 
game Hyper Dunk. Also on show, yet another NFL game, 
subsinctly titled NFL Football, which features huge player 
sprites and exclusive artificial intelligence. 

Continuing the sport theme. Accolade featured a collec¬ 
tion of sports games with some of the greatest sports 
characters of our time. Pele, the game not the bloke, 
might have been a bit of a disapointment though. 

But now Accolade have commisioned a new develop¬ 
ment team to produce a sequel and this time it's got to 
be good I Peie 2 is on the drawing board and the team are 
analysing recent soccer sims to come up with a dream 
formuia which will not embarass its illustrious patron. 

Peie 2 is expected at the latter part of 94. Big Bad 
Charles Barkley's Shut Up & Jam game looked the busi¬ 
ness, with some excellent character animation and the 
big fella is reported to be well pleased with results so 
far... which is good news for the design team I 
Accolades wish to home in on golf mania, its aim is to 
develop a game that golfers would feel comfortable play¬ 
ing without feeling patronized. Signing up golfing 
warhorse Jack Niclaus couldn't have been a better move. 

"I'm well aware of how intimidating i am in a match r 
says Niclaus, and Accolade are pouring all their resources 
into developing a proper simuiation of the game rather 
than the usual mindless hack arounds. 


























At last! 

The classic arcade 
coin-op smash hit 
arrives on the J 

SNES- 
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^"Design is generally 
more important than 
programming these 
days, though a 
designer is likely to 
come up with better 
designs if he knows 
about programming 
constraints.'* 


Interview with Ade Barratt, 


programmer of Empire's Space Ace 


SUPER ACTION: 

So Ade, what did you get up to at 
school and college? 

ADE BARRATT: 

/ was lucky as a kid, living on the 
East coast. There were plenty of 
arcades to waste my time and money 
in. As it happened it was all good 
experience for the future. I also spent 
a lot of time playing pinball, both at 
school and college - it's one of my 
favourite pastimes. 

How did you first get into this program¬ 
ming lark then? 

APE; 

I began by playing around with my 
friend's ZX81. But it wasn't until I 
twisted my parents' arms so much 
that they were about to fall off, that I 
got a BBC computer, and then things 
started to happen. I taught myself 
machine code and wrote software for 
the Physics department. I must have 
started dozens of games over the 
next few years, only ever finishing 
one - a platform game called Fatso! 
But I learnt a lot along the way. 

SA: 

What exactly does a programmer do? 

APE: 

Drinks coffee, plays games, reads 
magazines, that sort of thing. And 
sometimes writes some code that 
transforms a designer's idea into real¬ 
ity. Design is generally more impor¬ 
tant than programming these days, 
though a designer is iikely to come 
up with better designs if he knows 
about programming constraints. 

SA; 

What was the first game you ever 
worked on and which software house 
actually published it? 

APE; 

Volfied on the Amiga and ST. My role 
in this project was fairly small -1 
worked on some of the sound rou¬ 
tines and sprite code. It was pub¬ 
lished by Empire Software. 


SA: 

How successful was it? 

APE; 

Nowhere as successful as it shouid 
have been. Everyone I know thought 
it was great. The main problem was 
that it was late, and this meant that 
the press coverage at release time 
was minimal. 

SA; 

Which other games have you worked 
on since and in what capacity? 

APE: 

/ wrote the intro for Deathbringer on 
the ST and Amiga. But the majority of 
my time before Space Ace was spent 
on Cyberspace -a 3D role playing 
adventure based on the dark, gritty 
future created by authors such as 
William 'Neuromancer' Gibson. 

This had been a huge and 
exciting project to work on. I was 
responsible for some of the design, 
and coding the 3D graphics engine for 
the Amiga version. 

SA; 

How easy is the SNES to program 
compared to other machines? 

APE: 

This is siightly hard to answer as it 
depends on the programmer. Unlike 
many other machines, PCs or Amigas 
for example, there are no routines 
built into the machine, so you have to 
write all the code yourself. I prefer 
this because I dislike having to under¬ 
stand how to use someone else's 
code. I much prefer to be in complete 
control. This makes it easier to pro¬ 
gram as far as I am concerned. You 
also don't need to write sprite rou¬ 
tines or scroliing routines as the 
SNES does this for you. 

SA: 

How close is the final version of Space 
Ace compared to the original concept, 
and just how much leeway were you 
given to put your personal touches in? 

APE: 

The original concept was slightly 


vague as it was going to be our first 
SNES project and the only way to find 
out what you can do with a new 
machine is to experiment. So as the 
project progressed I often would dis¬ 
cover a new trick that you could do 
with the machine. Most times we 
manage to incorporate these new 
things into the game. I was given a 
lot of leeway as far as game design 
went. The gameplay was completely 
revamped whilst we retained the 
great look of the original. 


SA: 

How long did it take to complete 
Space Ace? 


APE: 

Over a year including the time taken 
to work out how to use the SNES. 


SA: 

How many people worked on it? 


APE: 

A fair few people. Saul Marchese did 
the backgrounds and sprites, Rik 
Yapp did many different bits and 
bobs, Graham Rice did the animation 
sequences, George Viiilers and Nick 
Pavis did the music, Champie wrote 
various utilities and I did the main 
design and coding. Plus there were 
lots of playtesters of course. 


SA: 

Was anything left out of the game due 
to lack of space? 


APE: 

We had to leave out a few animation 
sequences, but we still managed to 
fit in over 50 clips from the original. 
And those were heavily compressed 
down from about 600 megabytes! 


SA: 

What’s your next project? 


APE; 

We have a number of good ideas on 
the drawing board at the moment. All 
I know is that I can't wait to get 
stuck into a new project. 


Cheers Ade! 
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^ EMPIRE • £49.99 • 1 PLAYER 




Blast your way through this terrible tunnel, 
and time your lane switching well. 


Just one of the many spectacular explosions 
you’ll marvel at during Space Ace. 


The mountain side is the first stage to rear its 
ugly head. 


What a way to die. Surrounded 
by electricity. Not pleasant. 


Borf blasts his evil rays at you. You can’t 
shoot back, only run and dodge. 




Mind the ray gun! Oh never 
mind, there’s always tomorrow 


Aaarrgh! See ya, but I 
wouldn’t wanna be ya! 


The Dragon’s Lair arcade 
game was an enormous 
success, but the Space 
Ace two parter on the 
Amiga was a trifie nougatty to say 
the ieast. Find out which of its 
predecessors Empire’s Space Ace 
wiii iive up to - now. ALEX 

D ragon's Lair, Singe's Castle 
and the original Space Ace 
game all appeared on the 
Amiga. They were all very 
similar to each other in that the 
gameplay seemed to have been 
almost totally neglected in order to 
put on incredible graphics and ani¬ 
mation extravaganzas. 

The joystick movements were 
straightforward and gave the play¬ 
er the feel of taking part in an ani¬ 
mated film but with only limited 
control of the action. 

Scoring only 63% in Amiga 
Action, reviewer Jason Simmons 
hinted that Space Ace II was an 
expensive waste of money. 

SNES gamesters - don't hold 
your breath any longer. Space Ace 
on the Super Nintendo holds 
almost as much gameplay as it 
does graphical excellence. 

This game proves beyond doubt 
that some magazine reviewers 
comments do actually count for 
something - another release of 


A jink to the side, a bob and a weave later and 
you’re on your way along the mountain top. 




Don’t take anything for granted in this game. 
Borf could be anywhere! 
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SPACE MAZE 


This Stage is one of the most visually 
impressive, but it kills your eyes. 


Reminiscent of Cameitry, where 
you had to guide a marble 
through a mad moving / 
maze, the Space Maze / 
stage is my personal / 
favourite. Beware the 
green balloons, as they 
are almost as bad for your V 
health as 99 Red Balloons. \ 


Tapping left and right 
guides the Starpak, B 
thrusts and Y shoots. 



FICIAL 


These send down death rays - even a slight 
nudge on the ankle will kill you. 



Run away as fast as you can while humming 
‘Lip Up Fatty’ under your breath. 


This platform crumbles, so you must jump onto 
the next coming into view soon. 



Remember Slinkies? Thought not. Ask your 
Mum or Dad and they’ll tell you. 




k ^ ODE, the developers 

J rAvC responsible for Team 

A ^ Yankee and Pacific 

Islands, and Sullivan 
Bluth have emphati¬ 
cally learnt their iesson from the 
gameplay starved Space Aces of oid. 

This time round, with a little help 
from the SNES, Space Ace is a quality 
product ail round. From the ‘Borf laff’ 
sequences reproduced from the 
arcade original when you cop it to the 
in-game animation, it iooks tike the 
vast amount of development time has 
been weil spent. 

Inciuding the hidden teieports iib- 
eraiiy scattered throughout, there are 
25 wideiy diverse ievels to have a 
stab at. Unlike many recent Super 
Nintendo reteases. Space Ace proves 
to be very difficutt to compiete - frus- 
tratingty so at times. 

Don’t ptay this if there are any 
breakabte objects around -1 assure 
you they’ll be broken before long. 


GRAPHICS///! 

Great animation works well in front 
of perspectivised 30 backdrops. 




GAMEPLAY// 


Sufficient variety and fun to 
challenge most SNESers. 


^VERALL 


SONICS///////(82F 


Some good spot effects and a fine 
opening soundtrack. 


LIFE SPAN ///I 


Annoyingly tough at times - will 
really test your game playing skills. 


As Captain Kirk would say, ‘Get off my wig!’ 
No, seriously, ‘Energise.’ 


similar 'calibre' to the Amiga incar¬ 
nations would have been a big mis¬ 
take. Fourteen spot-on stages 
which test your timing, accuracy 
and reflexes to the full combine to 
create a quality release that'll make 
you wish there were more games 
like this on the SNES. 

The good thing about Space Ace 
is that it doesn't fall easily into any 
one category. As well as that, each 
element isn't just ripped off from a 
platform game, shoot 'em up or an 
adventure title. 

Originality shines like a beacon 
throughout. Although the plot is 
probably the most cliched imagin¬ 
able (rescue Kimmy the space chick 
from the evil Borf - aka Aladdin's 
Genie on steroids). Space Ace 
proves a joy to play. 

Kicking off avoiding Borf's laser 
bolts on a treacherous, craggy 
mountain top, it's up to you to 
show that you're a Space Ace 
rather than a Space Cabbage. All 
your game playing skills are tested 
here, from reflexes to endurance. 


Hitting one button 
locks your sight onto 
the target, be it a pig 
on a motorcycle, a 
huge lizard or Borf 
himself, while tapping 
another fires a shot at 
the desired foe. 

Space Ace is full of 
surprises - although it 
has to be said that cer- 


Hang back until the heat blast subsides, then 
run for your life. 

Each level kicks off reasonably 
easily to give you the hang of the 
required technique and controls, 
but they soon become devilishly 
difficult with one false move send¬ 
ing you to your doom in one of 
many unpleasant ways. 

Expect to be electrocuted, 
pushed off cliffs or burnt alive sev¬ 
eral times before you progress. The 
odd extra, unexpected nuance peri¬ 
odically adds to the gameplay. For 
example, dexterity is tested when 
monsters (some of which are big¬ 
ger than the screen) need to be 
shot. This is where the Ace Shot 
weapon targeting system comes in. 


tain stages can soon 
be completed success¬ 
fully after learning a 
set pattern through 
trial and error, others 
are deceptively easy 
peppered with unex¬ 
pected baddies. 

There are also hid¬ 
den teleports, extra 
power-ups, lives and 
speed to aid your 
chances of success. 

Energise the gunless 
kid, turn him into a 
space man with plenty 
of muscles and a mas¬ 
sive shooter, and com¬ 
pete with the evil 
Borf's belligerent bud¬ 
dies on much more 
even terms. 
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Above:You can use 
your special weapon 
as an umbrella for 
the acid drops. 


Right: Nice use of 
mode 7 with this 
huge end of level 


Above: That alien scorpion 
thing digs its way out of 
that cave to make life 
difficult for you! 


R-Type III has some big well animated sprites that c 
you no end of grief on your mission. 


The big space men can oe aisposea or in a variety of 
ways, try your hyper weapons, they're the quickest. 




Ahem! Avoid those huge 
tadpole type things and 
shoot the eye on the right, 
when it opens. 




T he first thing on a bleary 
eyed Monday morning 
that no one relishes is the 
thought of having to 
review a game that requires vast 
amounts of mental effort. I general¬ 
ly prefer a little mindless violence 
or maybe, erm... well that's about it 
actually, mindless violence I 
However sideways scrolling 
shoot'em ups do present a bit of a 
problem to me, so I wasn't overly 
keen when the R-Type III cart was 
thrown my way. 

As a recovering addict of the 
aforementioned genre of game, I 
had previously abstained for some 
considerable time. On this particu¬ 
lar Monday though I figured, just 
one go, I can handle it, I don't really 
need it and I'll be able to turn it off 
before it becomes a big problem. 

Unfortunately I found the saying 
"old habits die hard" to be particu¬ 
larly relevant. It wasn't long before 
the infuriating end of level baddies 
were causing a lot of stress and 
leading me to make full use of the 


REVIEW 


Right: Avoid the 
acidic drips. 

They can burn 
their way through 
the ground, so 
your spaceship 
isn't going to last 
that long really. 




Below: Using your 
high powered 
weapons you can 
destroy a few of the 
little blighters with 
one shot. 




IREM • £59.99 9 1-2 PLAYER 

R-Type III is the latest and 
possibly the greatest shoot 
’em up ever to blast it’s 
_JKi way on to the Super 
Nintendo. Honest! NEIL 


IS SUPER ACTION 
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unlimited continues option. Maybe 
I couldn't handle it, but by now it 
was too late. 

Who could blame me? The R-Type 
series of arcade games constitute 
probably the 
definitive col¬ 
lection of coin 
op shoot 'em 
ups and were 
obvious choic¬ 
es for Irem's 
console conver¬ 
sion. Sadly the 
odd little glitch 
crept unwit¬ 
tingly into the 
first few SNES versions and seri¬ 
ously let them down. But in R-Type 
III they seem to have been all 
ironed out nicely. 

Gone are the Immensely annoy¬ 
ing screen slow downs when lots 
of weird beasties 
appeared on the 
screen together 
and gone is the 

Some sections of the 
game contain so many 
aliens it’s just down 
right ridiculous. 


jumpy scrolling that occurred from 
time to time in It's predecessors. 

Silky smooth gameplay with 
improved graphics and frantic 
action await anyone who embarks 
on this new blast¬ 
ing challenge. 

Graphically this 
game seems to 
have been influ¬ 
enced by the likes 
of HR Giger, the 
creator of the 
blockbuster movie 
Alien. Menacing 
metallic/industrial 
structures com¬ 
bined with slimey biological back¬ 
drops effortlessly float across the 
screen and give the game a real 
mood and feel. 

Particularly noteworthy is the 
good use of mode 7 for the rotating 
screen sections 
and the end of 
level guardians. 
Sonically R-Type 
III has a fairly 
standard musi¬ 
cal score, but 
there are some 


The end of level 
guardians cause such 
problems, you'll 
cheer when they go 
up in smoke. ^ 

« ' g 

m 


^ J 
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PFFICIAL^.'i REVIEW 


atmospheric spot effects which all 
add to the general suspense and 
make this a more complete cart. 

I know you're probably cringing 
at the thought of yet another game 
of this nature, but I can't stress 
enough that this shouldn't be tared 
with the same brush as other naff 
R-Type clones. 

Admittedly this isn't an original 
game concept, and that has to be 
one of my biggest gripes about the 
video game market. But this does 
stand out from the rest of the 
scrolling shoot 'em up crowd and 
for that reason alone, it 
deserves at least a small 
smidgen of praise. 

In a similarly compli¬ 
mentary tone, this cart 
actually does provide 
some kind of gaming 
challenge even for the 
R-Type experts. 

With screens awash 
with imaginatively 
designed aliens, and 
obstacles that require 
more than just a bloody 
good blasting, this is 
going to take some seri¬ 
ous time to complete. 

Many of the guardians 
will require a particular 
approach or method of 
attack if they are to be 
successfully defeated. 

I appreciate this isn't 
going to be to every¬ 
one's taste, but if like 
me you miss those hal¬ 
cyon days of the 
scrolling shooters then 
this will fit the bill more 
than adequately. 

It's worth checking 
out even if you don't 
generally like this sort 
of game, just to see 
what shoot 'em ups 
should really be like. 

If you still hate them 
all after playing this 
then I think it's safe to 
assume you'll never 
enjoy them. R-Type III 
just shows that even 
dated concepts can be 
brought back to life 
with a little imagination 


A laser cuts its way through the backdrop. This 
dosen't bode well does it? 


Kes, it’s a scrolling 
ifif"”™* shoot‘em up and yes, 
—. you must face wave 

sfter wave of beastie 
blasting action, but 
believe it or not it’s actually quite 
good. Superbly smooth scrolling, 
colourful graphics and a subtle, but 
effective, use of mode 7 make this a 
bit of a looker. 

Well designed screens and well 
thought out problems give this the 
edge on the gameplay front, and the 
number of difficult levels enhances 
it’s lifespan considerably. Do you and 
your SNES a favour, check it out. 


qraphic$///(86)'/ 

Silky smooth scrolling with hold ^ 

colourful sprites and backdrops. ~T~ 

SOMlCSIIIIIIl(T7)l 

Run of the mill tunes but some nice ^ 

sound effects here and there. ~ 


LIFE SPAN///(82)/ 

A difficult game that will require a ^ 

little brain power to complete. J, 


GAMEPLAY// 

Furious action all the way which 
will keep you hooked. 




^VERALL 


Below: Move your ship through 
the rotating maze. It isn’t as 
easy as it may look. 


Above: Hold down your fire button to increase 
the power of your blaster. 
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Hey, look at this. It’s 
wild and it’s crazy. A 
whole city suspended 
above a river. 


n 


Enix have decided to take 
the word Paladin, a holy 
and fearless warrior who 
battles evil constantly to 
uphold law and order, and confuse 
it with a magician. Hmm... DAVE 






Below is the comprehensive listings of all the mercenaries or allies you can 
hire or let join your party. You must admit they're a pretty scarey bunch of 
people aren't they? And they don't come very cheap either. 


JRazav Bean Zuran Fastjo 


Mouth Blades Dan Lilie 


Concentrate hard and don't look down as you cross 
this bridge. Wait, isn’t that gold down there? 


ENIX9 £49.99 91-2 PLAYERS 


I know it's a little unfair to start 
off a review with criticism, but 
it is only a small one. I just 
wish that developers would 
pay more attention to misleading 
details like the word 'Paladin'. 

Admittedly they've got the fight¬ 
er part right, but that's not hard, 
but they don't quite appreciate 
what a paladin really is. Well that's 
American's for you, no heritage and 
no understanding. 

The game takes 
place in a mytho¬ 
logical land called 
Lennus. Like all 
worlds it's not with¬ 
out its minor prob¬ 
lems, like one side 
of the world fight¬ 
ing the other. You, 
as the heroic player, 
assume the role of 
a 13 year old boy 
called Chizni (the name is optional 
to change), he is at this moment 
attending a magic school in the 
north eastern part of the world. 

Things are going exceptionally 
well for the lad, until one day at 
school his classmates dare him to 
enter the sacred tower. Inside are 
reputable dangers, but what's more 
interesting is the fabled treasures. 
Grudgingly accepting the chal¬ 
lenge, Chizni enters the tower with 
another school friend. 

Trouble ensues as they accidently 
release an evil so great that it could 


destroy the world as they know It. 
As Chizni awakens from this terrify¬ 
ing ordeal, he's informed the school 
and all its inhabitants are 
destroyed, everyone except the 
ultimate teacher. 

This Is where you really take con¬ 
trol. You have to guide the puberty 
stricken teenager around the mar¬ 
vellous world of Lennus, unravel¬ 
ling its darkest mysteries as you go 
along. You're 
ultimate goal 
is hampered 
by various 
mini quests, 
like finding 
kidnapped 
children and 
cities in dan¬ 
ger from lots 
of active vol¬ 
canos. But 
playing the 
part of a paladin, you are com¬ 
pelled to assist anyone in danger or 
in need of immediate help regard¬ 
less of your own safety. 

Like most console role-play 
games you have an aerial 3D view 
to watch your actions, with excep¬ 
tion to the fight scenes as demon¬ 
strated in the various pictures 
around the pages. 

Combat is fairly simple to control, 
with simple joypad presses and 
pushes, but they do require a fair 
amount of tactics as you progress 
throughout the adventure. 


Another town, another mission to complete. 


Now isn’t that 
pretty? A whole 
fortress balanced 
on top of a large 
flower. 


Come tell us. Tell us where Elvis is an 
I promise not to slit your throat. 


Aah. The start of a 
new day. I wonder 
what monsters 
and treasures we 
will find? 


Checan 


Peppi 


Destry 


Slayer 


Hawk 


GRazav 


Gunny 


Mean Ma 
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Right: Hmm. 
The 

underground 
temple is full 
of particulary 
hard 
monsters. 


Eek! Two big kongs have come to sort me 
well and truly out. 


Above: Yes, 1 would l ike to 
checkout now 
if that’s 


Ooh! Don't those goblins 
look mean and scarey. 


'OFFICIAL^'i REVIEW 


Dave lets fly another fire 
^ spell. There's no way that 
^ those monsters will win. 

* I 


the main one itself. 
Although you are try¬ 
ing to fulfil your origi¬ 
nal quest, you end up 
having to sort out 
everybody else's prob¬ 
lems on your way. 

Which in my mind 
makes this a little 
touch more enjoyable 
because you never 
know what's coming 
your way next. 

Without sounding 
like a never ending 
cliche, this has to be 
one of the most enjoy¬ 
able games I've played 
this year. It's not 
entirely original, espe¬ 
cially in play, but it is 
unique in style. 

As mentioned before, 
I have found this unbe¬ 
lievably good to play. 
There's been many a 
night where I haven't 
gone to bed to get 
some proper sleep, 
instead I'd be playing 
this just to see what's 
coming next. 

With the prices of 
some games on the 
shelves, this has to be 
one of best for value 
for money. Excellent 
music score combined 
with quick and silky 
smooth graphics all 
wrapped within a grip¬ 
ping storyline. Brilliant. 


MKf Role-playing games 

have always been 

” favourite. And / partlc- 

'' ularly hate it when 

you get games like 
this. It’s nearly Hawless! The only 
things to gripe about is that fact the 
programmers have misconstrued the 
meaning of the word ‘Paladin’. 
Secondly, the graphics may have been 
better, but not much. And thirdly... it 
should have been inHnite in design as 
I didn’t want this to end. Not that it 
has yet, but I’m working on it, believe 
me. I’m working on it! 


GRAPHICS/f/ 

Some nicely drawn screens, but 
not majorly outstanding. 


SONICS/////// 

Good clean tunes with some rather 
good pitch bendings. 


mi 


LIFE SPAN///(84 )/ 

It could be done within a week but ^ 

certainly not a day. ^X , 

GAMEPLAY///89)f 

I can only think of one word to ^ 

describe it. It's brilliant! j 


[OVERALL 


85\J 


ave 
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If you two dancers at the 
back jusflike to follow 
across thisJtri^e^ 


Hooray! The lava is disappearing allowing 
access to the rest of this underground town. 


Let's take a look in that weapon shop for a 
new sword this one's abit on the bent side. 

What really gives this type of 
game appeal is its play area. 
Because the SNES and cart respec¬ 
tively is able to update pro¬ 
grammed information at an 
increased rate the depth and 
options are almost unlimited. 

Whilst the graphics and sound 
can stay at a very high standard. 
Weil, the graphics aren't immense 
to look at, but when playing, 
they're smooth and quite well 
drawn if examined close enough. 

Along your mission lies numer¬ 
ous allies to befriend. Although you 
can only have up to four allies, this 
greatly improves the gameplay. 
Once again more options. 

The puzzles aren't very difficult to 
solve, which is a small let down, 
but then the sheer size and com¬ 
plexity of some of the mazes com¬ 
pensate for this. 

Fights appear to run on a move¬ 
ment scale rather than time. For 
instance your party could wait in 
one location for an infinite amount 
of time and not be bothered by 
anything. Yet you could take eight 
or nine steps somewhere and then 
suddenly you and your friends are 
fighting for your lives. 


Right: The two 
big blue 
slimeys get a 
battering for 
54 points of 
damage. 


Left: With expert precision, Dave 
lets a few arrows fly. 


Each party members run on sev¬ 
eral statistics to determine their 
abilities. Like defence in combat 
which works upon armour and 
their natural ability to dodge a 
blow or suchlike. Same works with 
magic, the more they use it, the 
more adept they become. 

However it's not quite cut and 
dried like that. Every time a spell is 
cast it affects the remaining 
amount of HPs the character has 
left (HPs meaning hit points, their 
life source). 

As your drift from task to task, 
you can constantly keep up with 
the news by stopping to talk to 
ordinary people in the main towns 
or buildings. 

You can even seek out those who 
reside outside in the wilderness in 
complete secrecy. These are the 
people who are most interesting as 
they often know about special 
items and weapons. 

You do have the choice of 
upgrading your equipment by 
entering new blacksmiths, but 
unless you have sufficient money, 
you'll have to stick with what 
you've already got. 

Which puts you in that old vicious 
circle, fight to live - live 
to fight. The game 
seems to focus around 
mini-quests rather than 


Below: Ah, so you think you red 
eyes scare me eh? 
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REVIEW UHomcMi 


You’re not that stupid are you? You all should 
know by now that pools of fire hurt you. 


A single Comet Flash can wipe the screen 
clear of multiple mutated morons. 


It may look amazing and cool, but it won’t 
harm the Genie if he’s out of his lamp. 


Starfire. Very visual and very deadly. Wait 
until the Genie moves before attacking. 


Cling to the walls and avoid the fireballs. They 
will follow you, so be on your toes. 


The little fire imps on this level explode to 
leave a trail of burning remains behind. 


Hold onto the moving blocks. They will carry 
you over the fire onto dry land, so to speak. 


SONY IMAGESOFT • £TBA • 1 PLAYER 


The last descendant of the 
Mystic Pantheon sets out 
to free Arianna from the 
almighty warlord Ashura. 
No, I didn’t fully understand this 
first time round either. JAY 


As Sky blazer is equipped with a smart jumping 
move, he can leap this gap with ease. 


A llegedly, this tale of hon¬ 
our and love began before 
the dawn of history, in a 
time where great sorcer¬ 
ers and fair maidens roamed the 
land in a state of sheer happiness. 

But, as usual in these fantasy leg¬ 
ends, somebody had it in for the 
good people of the land and 
wouldn't let it 
lie until they 
were all ban¬ 
ished from 
the face of the 
planet. That 
nasty tyrant 
was Ashura, 
an all power¬ 
ful warlord 


Skyblazer takes a nap while Roy Wood watches. 


and the tale of the Mystic 
Pantheon's great deeds soon 
became a legend. 

That was until a 'gifted' appren¬ 
tice sorcerer made his first and last 
magical mistake - he inadvertingly 
released Ashura from imprison¬ 
ment. Shortly after this event, 
Ashura began capturing every sin¬ 
gle living descen¬ 
dant of the Mystic 
Pantheon, turning 
each one into a 
twisted psychotic 
warlord. 

Enter Skyblazer, 
a strong airborne 
warrior with 
enough magical 


with an entire army of devoted fol¬ 
lowers, hell bent on ridding the 
land of fairies and other such mys¬ 
tical pansies. 

The whole world soon became a 
bloody battlefield until a wise old 
sorcerer. Sky Lord, arose and swift¬ 
ly defeated Ashura and his minions. 
Years passed with not even a 
squeak from the dark side and 
everything seemed back to normal 


powers in his repertoire to make 
David Copperfield gasp in amaze¬ 
ment. He must free the young sor¬ 
ceress Arianna and square up 
against Ashura, that is if he wants 
the world to be at peace again. 

This is your opportunity to leap 
joyfully into Skyblazer's pants and 
give it all you've got against the 
evil Ashura. You'll find plenty of 
levels inside this platformer, each 


one different to the last. That's one 
of the main attractions of 
Skyblazer, having a new challenge 
to master each time you enter the 
next stage. 

Considering his name's Skyblazer, 
he doesn't exactly spend a great 
deal of time in the air. There are a 
few levels where you've got to suss 
out all the flying techniques, but 
they are hardly the most difficult 
shoot 'em up levels I've ever seen. 

The whole thing looks dreamy 
and very well produced. What with 
all the freaky backdrops shimmer¬ 
ing at you from every angle, as well 
as the multitude of strange 
guardians and mutants you have to 
fend off. Skyblazer flips and twirls 
into most corners of the screen 


Here’s Ashura, just about to run off with your 
babe. Chase him, catch him, hurt him! 


BLAZING SADDLES 


Skyblazer will be awarded special 
magical powers to add to his col¬ 
lection, but only after he success¬ 
fully defeats each level boss on his 
way to Raglan’s Citadel. These 
magical powers are basically your 
weapons. You don’t need to use 
your head about selecting the right 
‘magical power’ for the job in hand, 
so why state clearly that they’re 
magic? Each power requires a cer¬ 
tain level of energy. If you’ve not 
got the energy, then you won’t be 
able to use it. 


22 SUPER ACTION 


















































Defeat the underwater 
guardians of Ashura 
and paddle away. 


Lighting Strike power! 
Probahly the most 
visually impressive 
weapon you have. 


Dispose of the 
swimming beasts 
with the aid of 
your Comet Flash. 


Left: Skyblazer 
gets a kicking 
from some 
winged dudes. 


Hurrah! Skyblazer finally 
takes to the air! Huge 
metal wings are a cert. 


pods spit out eye 
balls and other 
nasty items. 


You’ll need quick reactions if you want to 
successfully avoid the rolling Tiger’s heads. 


Climb the trees, but stay in one place for too 
long. You’ll slowly slip through the branches. 

with relative ease, clinging on to 
the smallest piece of scenery for 
some tiny form of salvation. 

The wall climbing trick that he's 
obviously stolen from Zool will 
enable you to escape the bad guys 
temporarily, but be warned, you 
have to come down from there 
some time and deal with the prob¬ 
lem in hand. 

It's a nice looking product, but I 
think it may not have that addic¬ 
tiveness you really need in a plat¬ 
form game to make it reasonably 
successful. Most people could 
probably sail through this in a few 
days and I can't see them being ail 
that anxious to do it all again. 


Below is a small section 
of the positively huge 
Skyblazer map. Tackle the 
woodland areas and the 
small villages and then go 
home for your tea. 


Above is yet another 
small section of the 
map. As you can see, 
It doesn’t look all that 
different from the 
other screen shot, but 
I can assure you it is. 


REVIEW 


OFFICIAL 


Booooqc 


Once you’ve wasted 
all your lives whilst 
battling fierce 

mutants, you wiil be i 

whisked back to one M 

of the many shrines W 

dotted around the A 

map. You’ll then be 1 

shown a mystic pat- 
tern by a wise, but 
strange, old man. 

This pattern is 

the password of the level you 
were last on. Simply jot down 


sHmu/iH 


the series of shapes in order, 
enter them on the grid and 
you’re back to where 
you started. Each 
QjP item displayed in the 
k password grid must 

\ be placed in the cor- 

rect position. If they 
il j are not, you’ll hear a 

y distinct scream and 

f that means you ain’t 

going nowhere. 


GRAPHICS//f 


Beautiful backdrops and smooth 
moving sprites give it an edge. 


soNics///////( 78;/ 


Excellent Bangra soundtrack, but 
the in-game yelps are annoying. 


LIFE SPAN///(69>/ 


Not the most exciting cart in the 
world, nor the dullest. 


aAMEPLAY//l75y/ 


Various weapons and clinging 
devices, but generally old school 


OVERALL 79 % 
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Yes it’s true! The spikey haired fops 
who swamped the country iast year 
with endiess keyrings and doiiies 
are here to take over your 
Super Nintendo. Be afraid, 


be very afraid. 


JAY 


IMMUS 


T rollmania. What a crazy 
blast from the past that 
was eh? Straight outta 
yesteryear into the 90's - it 
was certainly Troll City in 1993. 
Merchandise by the bucket load 
and ugly/cutey appeal by the 
wagon load - they had it sussed. 

Now GameTek are ail ready to 
pounce onto the Troll band wagon 
with the forthcoming release of 
their slicker than slick platform 
puzzler, namely Trolls. 

Some may say it's come a little 
too late to latch onto ail the hype 
that surrounded the Trolls when 
they were in their heyday, but 
GameTek think otherwise. 

The cart is initially aimed at the 
younger games player, introducing 
them to mentally stimulating puz¬ 


zles with a smidgen of artistic cre¬ 
ation thrown into the bargain. 

The game basically involves you 
guiding one of the four available 
Trollsters around the dreary black 
and white backgrounds. 

Black and white backgrounds? 
Black and white backgrounds? Yes! 
Yes! You see the backdrops have 
been purposely left in glorious 
monochrome. Because that's the 


GAMETEK’S HARD SELL 



Left: Split screen extravaganza! Chase 
each other around the vast arena and 
blow bits off each others tanks. 


Enemy at quarter past four! Attack, 
attack! Blow up the red polygon 'tanks’ 
and you’ll be a winner. And at the end of 
the day, that’s the name of the game. 


S pectre immediately gives 
the feel of the great 
Disney film Tron, with its 
vast futuristic landscapes 
and Cybernet battleworlds, this 
game looks the part. Considering 
you're controlling the top of the 
range cyber battle tank in a virtual 
existence, this game is remarkably 
easy to get into. 

You have three basic controls. 
The first is your all important 
grenade launchers, secondly your 
plasma gun and finally your excel¬ 
lent bunny hop move. You see, 
once you've chosen any of the four 
types of gameplay, you set off into 


sPEcns 

Could you handle living in a virtuai 
worid, constantiy defending your 
souped up tank against an untoid 
number of enemy battietanks? If 
your answer’s yes, then prepare to 
enter the virtual existence... JAY 
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idea of the game. You must fill in 
the boring backdrops by scamper¬ 
ing across every single square inch 
of the level before you. 

Once the entire level in glimmer¬ 
ing in full technicolour, you've fin¬ 
ished the level! Easy eh? Although 
this is obviously a kiddies cart, 
you'll find that it's quite enjoyable 
for kids of all ages ~ if you get what 
I'm saying. 

The main Troll sprite is incredibly 
quick. I don't just mean 'quick', 
we're talking Sonic the Hedgehog 
quick. These Trolls are really nimble 
on their feet. 

So with a spiky haired, streetwise 
sprog (complete with baseball 
boots, ripped jeans and funky T 
shirt) leaping about your screen 
acting like a punk rock Einstein 


completely coloured in. Now you can just 
jump off the edge of the picture and fall to 
earth at a furious pace. 


with a rocket down his pants, you'll 
no doubt agree that this can be a 
very entertaining video game. 

Due for release in late April, Trolls 
looks set to grab the attention of 
certain crazy kids still hooked on 
collecting all things Troll like, as 
well as appealing to the platform 
hungry games player who wants a 
little variation to the age old plat¬ 
form scenario. 

It might initially look like a three 
year olds idea of interactive heav¬ 
en, but on closer inspection you'll 
find that there's a nice little game 
inside, just desperate to get out. 

This is an obvious attempt on 
GameTek's behalf at getting the 
younger games players to part with 
their cash. Thing is, I can see quite 
a number of adults buying this one. 


Above: Way hey! Everybody go surfin 
Troll style. Build up enough speed an 
you’ll skim the surface of the lake, 
until you sink that is. 


Above: One of the four nameless 
Trolls makes full use of his/her 
special ‘move' which comes in 
the form of a whirlwind. 



the distance to destroy all who 
stand in your way, and sometimes 
things that just sit there minding 
their own business too. 

Roll your tank over the green 
pressure pads on the arena floor 
and your artillery will be topped up 
to the max, enabling you to rid the 
world of polygon posers and virtual 
villains. Certain pads strewn about 
the landscape act as mines though 
so you do have to be careful where 
you roll about. 

Don’t gan&r those red patches! You 
see^ Aoy are wimt’s known in the 
business as land mines. Very 
ihtngerous, very nasty. Stay away. 




Although it's very tempting to 
bunny hop and steam across the 
never ending view of checkered 
floor tiles, you do have enemy 
tanks out there to deal with and 
that is your main priority - not 
going sight seeing. 

Playing this game in two player 
mode is very enjoyable. Hiding 
behind virtual lampposts and pick¬ 
ing off your prey can be a top 
laugh, especially if the person 
you're playing against has yet to 
get to grips with his high tech com¬ 
plex virtual battletank. 

Spectre should be available in the 
UK somtime around April, and 
can't wait for it. Only having the 
cart in our hands for a few hours 
was a tad disappointing. After only 
a couple of futuristic space scraps, 
we all found ourselves craving for 
some more virtual fun, but we, like 
you will have to wait. 


The ambient music that plays as you 
terminate your friends is very soothing.lt 
adds to the overall effect of the game. 
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GAMETEK’S HARD SELL 


Gametek sure play a mean 
pinball in this, the first 
ever reai pinbaii simuiator 
for the Super Nintendo. It’s 
pure pinball wizardry! I’ve said aii 
the ciiches, can I go now? ALEX 




W here previous console 
pinball games have 
been built around char¬ 
acters such as Sonic 
(boo) or just hidden level ridden 
novelty nightmares. Pinball Dreams 
can rightly claim to be breaking 
into previously unchartered territo¬ 
ry - that of pinbaii simulation. 

Four tables that test your pin¬ 
balling skills to the hilt (or should 
that be the tilt?) are here for your 
never-ending enjoyment. 

What would seem to be a point¬ 
less exercise turns out to be a win¬ 
ning idea - why simulate a pastime 
that's basically a predecessor to 
video games? 

The answer is because everyone 
can play pinball. It falls into the 
genre of instant pastimes that the 



young and old alike can easily get 
into, but not easily master. Other 
such examples are darts and ten 
pin bowling, but woe betide any¬ 
one who dares create SNES simula¬ 
tions of those! 

If you saw the preview in issue 
16, you'll remember that Pinball 
Dreams has made appearances on 
the PC, the Amiga and the Game 
Boy. The SNES version has one 
advantage over all of these - it 
scrolls eight ways instead of just 
up and down. 



The Nightmare table features a graveyard - cumulative 
bonuses are the highest on this table. 
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This feature really does add real¬ 
ism. Imagine playing on a pinball 
machine. The bail starts smacking 
against the pins so fast that your 
eyes are all over the place trying to 
keep up. The SNES does this for 
you in Pinbaii Dreams, scrolling at 
such a rate of knots that you can't 
help but know exactly where the 
ball is a ail times. 

Such smooth scrolling as well! 
When playing, it's never evident 
that less than a quarter of the 
entire play area is on screen at any 
one time because the scrolling is so 
spot on. The bird's eye view point 
proves perfect for play. 

The action is as fast as the real 
thing, so finger flipping reactions 
are tested to the full throughout. 
The four featured tables are as fol¬ 
lows. Ignition is the least cluttered 
table and is perfect for the experi¬ 


enced pinbailer. Against a space 
age backdrop, ball accuracy is 
essential to secure warp, fuel and 
sun bonuses before the ball disap¬ 
pears down the 'out of play' lanes. 

Steel Wheels, conversely, takes 
you back in time to the Wild West 
where you're responsible for the 
well being of a Yankee goods train. 
The enormous scoring ramps posi¬ 
tioned to the left and right of the 
table make this one similar to the 
remaining two tables. The sampled 
steam horn sound is one of the 
sonic highlights. 

Beat Box brings you bang up to 
date with the scenario being that of 
a promoter desperate for his band 
to succeed. Its funky tunes uplift 
the dullest of days and the day-glo 
colour scheme begs for constant 
attention. 

For gameplay, atmosphere, 
soundtrack and addictiveness, 
however, the Nightmare table takes 
the honours by the length of a 
shadow cast by a tombstone. 

With the left and right buttons on 
the top of the joypad lending them¬ 
selves to perfect pinball, all that is 
needed now are a few spare days 
for a spot of pinball wizardry. 


Above: The three stars at the top right are 
lit Repeatedly doing this is a top idea. 


Above: The ball can get 
lost in the three pins at 
the top. Note the ‘Split 
Pot Munch Bunch ad. 


Left: The commencement 
of a game of Pinball 
Dreams. No points on the 
board yet 


































The Beat Box table in its full glory. The two scoring ramps are quite easy to hit. 


GRAPHICSm(85)' 

Simple and functional, rough and ^ 

ready but with exceptional scrolling. ~T~ 


soNics///»/-(go) 

Samples ahoy! top tunes too, each ^ 

complementing its table perfectly. ~V~ 


LIFE SPAN .''?(g5 

Immediate and easy to play, but ^ 

impossible to master. 


GAMEPLAYn 

Flicking bonus lights around, tilt¬ 
ing and flipping - it’s all there. 


OVERALL 


An anonymous 
philosopher once 
wrote, ‘Life, sport and 
pintabies have much 
in common. They are 
ail guided by a combination of skiii 
and iuck. Touch and timing are as 
much the successfui combination in 
the piay on pintabies as they are in 
any other sport. 

‘An otd hand can always beat the 
novice but both iion and rabbit may 
have the pieasure of seeing a Mind 
shot go home, or the carefuiiy catcu- 
iated bait just miss its mark and trick- 
ie dismaiiy to the “out of piay” area. ’ 
Exactiy the same can be said of 
Gametek’s Pinbaif Dreams. It’s a 
superb pinball simulation spoilt only 
by the annoying cameo appearances 
of the spurious Munch Bunch and the 
iack of the infamous mufti half option. 


750 




Detail of one of the ball 
lock holes which can lead 
to crazy bonus scores. 

This time, the ball misses. 


A close up of the two scoring ramps on the 
Ignition tabie. Note the rough shading. 


Catching the ball with the end of one of 
the flippers is a good tactic. 




Although today pinball machines can be seen all 
over the gaff, they began life synonymous with 
sleaze. They were the preserve of seedy taverns, 
run down amusement arcades and seen as the play¬ 
thing of the backward. 

Now, however, they are often the accessory of 
trendy advertising agencies and the toys of the rich 
and famous. Famous blokes such as Elvis, Steven 
Spielberg and Winston Churchill have all been pin¬ 
ball addicts. 

It would take a genius to satisfactorily explain 
the appeal of pinball. It’s a combination of pitting 
your wits and reflexes against a machine that is 
programmed to beat you and the visual attractive¬ 
ness that take you into another world. 


I-E CAN PLAY J 


BiCNtr AovENrr 


Above; The SixJVlillion flollar Man was a ^Ix player 
game fjminlafly. 




h paradise. This 

fR Holland of pmhaU 

IBS, each or^ ir^ v^n conditirat. 


Lett; Five coliectahtc classiic tables. 
The oldest ooe the Bs^tHeb 
Criss-Cross Oft the i*:'t. 


Light the four letters spelling WARP anO 
excellent bonuses can be scored. 




SUPER ACTION 29 




























GAMETEK'S HARD SELL 






One for all the dedl- 
cated strategists out 
there. What was once 
a brilliantly playable 
puzzling pleasure has 
become a slow and slightly tedious 
game on the SNES. It still holds a 
challenge and a mild amount of 
amusement, but this must he tem¬ 
pered with its difficult control system 
and rather unexciting gameplay. 

All in all this is a disappointing 
conversion, but then maybe my expec¬ 
tations were a little too high. It still 
deserves a fair amount of praise for 
originality though. 


GRAPHICS f/f(82V/ 

Very smooth, very bright and ^ 

graphically superior. f 


SONICS/////H(83)f 

Cute little tunes that keep your ^ 

attention when things are going bad. 


LIFE SPAN/f/(87)/ 

It’s totally tough, so I can cofident- ^ 

ly predict it will last a lifetime. 


OVERALL 81V 


gameplay»(73)/ 

Can be addictive to those with a X^ ^ 
puzzle fetish. Be warned. I 


lems that stand in your way. Only 
one human can be controlled at a 
time so you'll have to toggle 
between them using your left and 
right buttons and move them 
around to help the other humans 
reach their goal. 

Each level requires a certain num¬ 
ber of humans to complete it, so 
it's best to avoid hurling them off 
high platforms or setting fire to 
them if you can possibly help it. If 
you don't have enough bodies to 
complete the level then your tribe 
will become extinct, simple as that. 

Each scenario is designed to 
complement all the seasons your 
tribe will pass through during the 
years and consist of desert, cave, 
swamp and forest settings. The 
characters are small but fairly well 
detailed. There is an Incantation 
style soundtrack with plenty of guf¬ 
faw inducing effects, but the 
biggest problem with this cart is 
that it's just too slow. 

This is a cerebral game but that 
doesn't mean it can't be fun. 
Humans was a big hit on other for¬ 
mats but it isn't everything I had 
expected in its SNES incarnation. 

The controls are unresponsive, 
the gameplay only crawls along 
and it's such a shame. 






Above: Stack the beggers onto of each 
other, make a ladder and then cUmh 
into the tops of the trees. 


Is it possible for Humans to reach 
the top of the evolutionary ladder 
as far as SNES games are con¬ 
cerned? It’s debatable! NEIL 


of help is tlje spear. Not only is this 
useful for stabbing things such a 
dinosaurs and other tribe mem¬ 
bers, but by playing around with it 
you'll discover it has many more 
amusing uses. 

That's what Humans is all about - 
finding and manipulating objects in 
such a way that you can traverse 
any obstacles and solve any prob¬ 


W hat is it to be Human? 

What is that indefin¬ 
able something that 
separates us from the 
other animals and plants? 

It's a question that has baffled 
even the greatest thinkers and 
philosophers for thousands of 
years. Is it the ability to feel emo¬ 
tions? The presence of a mind and 
body dualism? Or the ability to pole 
vault chasms with a spear and ride 
a stone wheeled unicycle?! 

Humans is the latest offering 
from Gametek and it's an 80 level 
platform puzzler based loosely on 
Lemmings. You control a band of 
half witted homo sapiens trying to 
drag themselves out of the 


4 


primeval soup and evolve into a 
semi-intelligent species. Evolution 
in the SNES sense of the word 
doesn't involve genetic variation 
and lots of babies though. 

It is more connected to you being 
able to master certain terrains and 
discover useful items to aid your 
progress. The earlier levels involve 
getting your tribe from one side of 
the screen to the other. 

I know that doesn't sound partic¬ 
ularly difficult but you have to 
remember that these pot bellied 
buffoons are 
very stupid. 

Probably the 
first object 
you'll discover 


You can ride a 
stone wheel, stack 
yourself on top of 
your mates, enter 
codes, chose your 
level, turn the 
music on, turn the 
animations off and 
start the game! 
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Aaargh! Screamers are attacking 
us! My poor ears are bleeding. 


JVC • £64.99 • 1 PLAYER 


The Atari ST’s and Amiga’s 
biggest success makes its 
way to the consoles. Will it 
be everything we dream of, 
role-playing heaven? Or will it be 
argued that this kind of role-play¬ 
ing Just doesn’t belong here? DAVE 


DUNGEON 


REVIEW 

Assist Theron around the hail of 
champions to choose your party. 


chosen champions, you can help 
free the tortured soul of your mas¬ 
ter and restore the balance with 
the firestaff, the only item capable 
of such a feat. 

Your task as Theron will not be 
easy. Throughout your adventure 
you must 
solve vari¬ 
ous puzzles 
as you and 
your party 
descend 
deeper into 
the stone 
labyrinth, 
battling 
hordes of 
evil crea¬ 
tures of all shapes and sizes. 

There's more to take in to consid¬ 
eration as well, food must be sup¬ 
plied for your party as well as 
water, and not 
forgetting valu¬ 
able rest. 

Each of your 
chosen charac¬ 
ters will pos¬ 
sess different 
abilities, each 
unique to their 
current class. 

Like most 
role-play games 
you have the usual cleric class, the 
person responsible for healing your 
characters, the fighter who, well 
fights! The wizard who is an expert 
in conjuring material things like 
light and fireballs. 

And lastly the ninja who is 
stealthy and accurate and therefore 
dangerous in 
combat. What 
choes separate 
this element 
from all other 
games is that 
any character 
can learn and 
progress in each 
class making all 
members equal 


if you so desired. All they have to 
do to gain a level is to experience 
the task themselves. 

Such as practice small light spells 
until they can get It right every 
time, eventually this will lead to an 
upgrade in their magical powers 
allowing them to perform tricky 
fireball spells. Same applies to each 
class, fighters have to fight, ninjas 
throw things or use unarmed com¬ 
bat and priests lay hands and heal. 

To add to the depth of role-play 
the characters are also checked and 
calculated for the encumbrance 
that they are hauling around a dun¬ 
geon. Where many games overlook 
this realistic approach. Dungeon 
Master exploits it forcing the player 
into making decisions into what 
items to leave behind. 

What also makes this game of 
high interest is the amount of good 
interaction 
involved on 
the screen. 
Almost every 
item found can 
be moved or 
utilised in such 
a way that it 
can alter the 
course of your 
adventure. The 
monsters 
encountered are also intelligent of 
different degrees. As you search 
deeper into the dungeon the mon¬ 
sters become stronger and more 
cunning as do the puzzles. 

There's just so much to this 
game. 3D mazes which challenge 
your memory whilst big monsters 
continue 
their on¬ 
slaught on 
keeping your 
arcade reac¬ 
tions at top 
notch. And as 
for the puz¬ 
zles, lets just 
say you may 
need a psy- 


^IMPORT 


Choose whever to ressurect them or 
reincarnate their souls. 


L ong ago in far distant lands 
when blah, blah, blah... 
You'll get the idea. Lived a 
wizard, the Grey Lord as he 
was known, who was especially 
adept in the art of mana (magical 
energy). Anyway, Theron his eager 
but trustworthy assis¬ 
tant stumbles into a 
nightmare caused by 
his mentor. 

His tutor had been 
recently working on 
an experiment con¬ 
sisting of large 
amounts of mana and 
the four elements. The 
four elements being 
earth, water, fire and 

air. Ail of this was in an 
attempt to create an ulti¬ 
mate energy source and 
then to capture it before 
learning how to control 
such raw power. 

Needless to say this 
experiment has gone 
hideously wrong. As 
Theron waited outside 
he smelt the unmistak¬ 
able smell of mana and 
burning sulphur seep 
through the cracks of the 
door to the laboratory. 

Upon investigation he found his 
master completely ripped into two, 
not physically but spiritually. 
Accepting his new task to save his 
master, Theron sets off to the dun¬ 
geon where his physical but evil 
form now resides. 

But there's a snag. Theron is 
unable to enter the dungeon in 
physical form, however he may 
assume a ghostly posture. This 
itself is no use to him so he must 
employ other heroes to do his bid¬ 
ding. And they can only be found in 
the dungeon imprisoned in magical 
mirrors by the possessed Grey 
Lord, now called Chaos. 

So now it ail falls into place, you 
play as Theron the champion's 
guide. By commanding the four 


If a character dies, ressurect them at the altar 
of rebirth. But they're difficult to find. 


Hmm. How do I get past this pit trap? And what 
does that lever over there do? 


What can all of these pressure plates do? 
Perhaps I should try one or all of them. 


Keep a running check on the characters skills 
as they grow through experience. 


Attention! Marubeni will be releas- 
^ the official cartridge some time 
this year. The game shouldn't be 
.^altered other than the release price 
which may be a bit cheaper! 
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MfFOffrK REVIEW 


OVERALL 45% 


iCAtro 


GRAPHICS///(81)// 

Nice detailed graphics with good ^ 

rate of animation. 

SONICS///////(^/ 

Sampled sword swishes and ^ 

rhythmic music aplenty. ~V~ 

LIFE SPAN///(88)/ 

Solid puzzles to solve with over X^ ^ 
thriteen levels to conquer. 

GAMEPLAY//(25)7 

The joypad is incapable of surp* ^ 

porting this style of game. jf 


\Vs been a while since 
i’ve heard or played 
this game. So I was 
most pleased when 
informed that I was 
honoured to write the review. 

Although it has brought back many 
happy memories on my old ST, I’m dis¬ 
mayed at the SNES’s version. It’s a lit¬ 
tle too slow for my liking and the 
controls are just to infuriating to keep 
the gameplay up. 

Graphics and sound are just what 
you would expect, but this is just one 
of many games that shouldn’t have 
been made for the SNES. It’s just 
another software house cashing in on 
someone else’s ideas without fore¬ 
thought of the product or the poten¬ 
tial cart customer. 


Below: If we wipe out this group of screamers 
we can live of their food for a year!!! 


Left: By 
pressing the 
start button 
you can 
access the 
save screen. 


Another flaw in the console version of Dungeon Master is that they supply the 
complete list of all the spells. In the original you had to find the spells on old 
scrolls. This defeats most of the challenge near enough instantly. 


WIZARD SPELLS 


SPELLS 


MAGIC FOOT 


STAMINA 


m 




<F 


SHIELD SPELL 


Above: Now should we 
reincarnate or resurrect? 
What do you think? 


* 
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\) 
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BRO 


Below: Hmm. Tasty loaf _ 
of bread. Got any butter? 
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BRO 
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VITALITY 
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BRO 
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rx^ 


MAGIC TORCH 
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CURE POTION 


X/ 


FIREBALL 


0 


•RO ROS 


DEXTERITY 

POTION 


POISON FOE 


0 
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STRENGTH 

POTION 


J 


BRO 


HARM NON 
MATERIAL 


FIRESHIELD 


IRO 


OPEN DOOR 




DARKNESS 


ZOKATHRA 






POISON BOMB 


Above: What can this strange 
incscription mean? 
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chiatrist before completion of the 
game is made. 

Due to the size and length of the 
game there's a battery back-up 
inside the cart allowing a game 
save feature to be used. This can be 
used anywhere at anytime but with 
a slight drawback. 

There's only one game save slot, 
which is a little bit annoying when 
you've made a big mistake and 
you've saved it about halfway 
through the game. 

Graphically the game is superb 
along with the acoustics that 
accompany them. Atmospheric 
drips and footsteps can be heard as 
you explore the mazes before you. 


But this atmosphere is soon 
destroyed by the rather tad and out 
of place tune that eventually kicks 
in after a few minutes. What has 
surprised me the most about this 
game is its sluggish movements. 

I don't honestly believe this all 
down to the SNES's underpowered 
main processor. When I say that it's 
underpowered it is when compared 
other machines but then they don't 
have other little trick gadgets to 
assist graphics and sound capabili¬ 
ties - so no letters please. 

When I first played this game on 
the ST I was amazed at its intrica¬ 
cy. It seemed a programmable 
nightmare that so many features 
was in one game and it constantly 
updated the situation at an incredi¬ 
bly fast speed. I still now to this 
day look at the screen with awe 
and admiration for the program¬ 
mers in question. 

But this review is most unfortu¬ 
nately with regret. The game* itself 
is still fantastic and I shall never 
tire of playing It. But when the con¬ 


sole version is 
weighed up against 
the computer version, 
it lacks real gameplay. 

The whole idea of 
this game was to keep 
both hands of the 
player on the move. 
One hand was used to 
direct the party via the 
keyboard whilst the 
other moved the 
mouse selecting vari¬ 
ous party actions. 

So the console loses 
really badly here, hav¬ 
ing to perform all of 
the functions through 
one small gamepad is 
extremely annoying 
and tiresome. 

Maybe if hadn't 
played another ver¬ 
sion before, I would 
probably love this 
game. As it stands I 
have, and I feel the 
controls are an insult 
to my gaming needs. 

I would be the first 
person to agree that 
the SNES is capable of 
supporting role-play 
games but not of this 
controlling method. 
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What a goooooooal! The Vancouver team are 
certainly pulling out all the stops tonight. 


I don’t helieve it! An equaliser in the final 
seconds of the match. What a heauty! 


The race for the puck is on. Washington are on 
the attack, hut it’s unlikely that they’ll score. 


HUUX 


Stats, and more stats! 
It’s statastic! 


D3 :HQ 


m.r 







CCIflCH Tfflfn 


Accolade rah, rah, rah! Brett scores a goal 
and gets a zoom lens camera close up. 


Blues and his staggering num¬ 
ber of goals have made him one of 
the greatest ice hockey players of 
all time. Not only has he been 
voted the most popular All-star 
player twice, but he was also 
named the NHL'S most valuable 
player in the 1990/1991 season. 

I think it's safe to say that what 
Brett doesn't know about the game 
probably isn't worth knowing. 

For this reason his input and 
ideas into the creation of this game 
were very important to all the 
designers involved. 

To create the most realistic game 
possible, real ice hockey players 
(including Brett, of course) were 
videotaped going about their gen¬ 
eral ice hockey type business and 
then digitised for the final game. 

This is a process known in the 
trade as rotoscoping and has 
become very popular in video 
games recently. These digitised 
images were then touched up to 
create the real look and feel of an 
ice hockey rink. 

The action takes place with a 
'behind player' perspective which 
substantially improves the overall 
authenticity and feel of the game. 
Similarly the brilliant organ music, 
the sound effects of skates carving 
the ice up and the foot stomping 
roar of the crowd all add that little 
je-ne-sais-quoi. 

Most of the 1993 NHL teams are 
here for you to pick from, consist¬ 
ing of 600 of the worlds greatest 


ACCOLADE • £TBA • 1--2 PLAYERS 

Sports sims which get the 
backing of the sports 
major names aiways seem 
to do weii. Brett Huii 
Hockey iooks set to foiiow exactiy 
the same path. Pucker up! NEIL 


Vancouver are 
storming down the 



wing, but will they 
score? Who knows. 

' ' A- ^ 

- ^ 



* 




Pick your team 
carefully, as some 
of the team’s 
bright clobber 
clash on screen. 

_ 



P M. 


Goal mouth scrambles often end up with the 
puck going in hack of the net. 


rett Hull Hockey repre¬ 
sents Accolade's first step 
in a simulation of one of 
the fastest growing spec¬ 
tator sports in the country, and 
they look to have a gained a pretty 
good footing straight away. 

Accolade have just annouced 
that they will be making simula¬ 
tions of just about every conceiv¬ 
able recreational activity you could 
imagine as part of their '94 Sports 
Accolade range. 

Radical Entertainment, the actual 
designers of BHH, set out to bring 
ail the rough, tumble and general 
excitement of a real game of ice 
hockey to your SNES. 

They then combine these ele¬ 
ments with Brett's personal 
philosophy about the game, 
"It has to be fun or it's not 
worth playing". Their goal 
was to produce a playable 
and exhilarating game com¬ 
parable to the real thing. 

Brett Hull himself plays 
right wing for the St Louis 


Washington versus 
Ohio. It’s a tough 
match without many 
goals. Ho hum. 


This is the coaching ’mess about with your team' screen. 
As you can see, Chicago are a fine team. 


If you fancy a look at 
the player’s statistics, 
then away you go. 
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Hockey. 


A QUESTION OF SPORT 


Below: The blues 
celebrate while 
the whites look 


Accolade’s 1994 releases could ^ 
well take them to the top of 
the sports sim league. When 
we received our copy of Brett \ 
Hull Hockey, Accolade also sent a } 
’94 calendar featuring top sporting 
stars such as Brett Hull and Charles 
Barkley. If you want to win a calen¬ 
dar, send in a postcard to Calendar 
Compo at the address on page 4 
stating who your favourite sportsper- 
son is and why. Ciosing date 1st 
April. We’ll decide who wins. 


Al Michaels 
is your MC 
for today’s 
match 
between 
Ronny Dlls 
and Baz 
Diablo. 


He shoots, he 
scores! It’s a 
beauty! What a 
goal! Etc... 


Have a go, my son! The best position to shoot 
from is at a narrow angle near the goal. 


after a while, but it is undeniably 
an impressive feature of a generaily 
impressive game. 

As I have already mentioned 
Accolade have gone to town on the 
realism front, but at what price? 

The graphics are good, but the 
scrolling isn't particularly smooth 
and the players, though adequately 
detailed, don't move very quickly or 

_ smoothly either. For 

this reason alone, the 
gRmjMM gameplay does suffer 
slightly in terms of 
fluid passing and a 
9mu*A j range of decent shoot- 
^ ^ ing combinations. 

^ St KEfc If you can overlook 
the odd slow moment 
there, what 
remains is a very good 
hockey sim with plenty 
of quirky little bits to 
make it that little bit more interest¬ 
ing than the others 
on the market. 

Ice hockey is a 
rapidly growing 
game and I can 
confidently predict 
that the number of 
ice hockey simula¬ 
tions will also 
grow rapidly. But 
for now. Accolade's 
Brett Hull Hockey 
sets a very high 
standard that all 
the others hockey 
sims must strive for. 


hockey players. As with 
most sports sims these days It 
is possible for you to change the 
line up of any of the sides and even 
allocate different playing attributes 
to the teams. 

For an added touch of realism 
there is even a fighting sequence 
for those players with particularly 
aggressive tendencies, ice hockey 
is not for i i h m 

real depth. JS 

Several 

modes of ^ 

play are ^ 

available , 
when you ^ 

commence m 

playing 

Brett Hull Hockey. These include 
exhibition games, an 11 game short 
seasons, a 42 game half season and 
a massive 84 game full season. 

84 games is going to take some 
time to complete so you'll probably 
have to make use of password 
facility, either that or drink gallons 
of very strong coffee. 

One of the most pleasing aspects 
of this cart is the constant play-by- 
play commentary read by Emmy 
award winning sportscaster, Al 
Michaels. He will describe in detail 
each move, foul or goal that occurs 
on the rink in crystal clear speech. 
Admittedly it can get annoying 


To score five goals in Brett Hull 
Hockey is an achievement. 




Pick one and move on. Mess 
about with your team or just get 


back into the match. 


Press pause and this is what you’ll get. Boring innit? 


ESSIUEMES; 


TRmPfl BAY 


Brett hull 

HOCKEYima 


Good sports games are 
few and far between, 
Brett Hull is one of the 
exceptions to this 
ruie. Whiistnotan 
exceiient game, graphicaiiy it’s a tit- 
tie stow, it does offer both ice hockey 
fans and generai sports game fans 
ptenty to grapple with. 

Interesting gameplay, excellent 
sounds and speech and of course the 
one thing about any sports game that 
gives them the edge over other genres 
is you can’t technicaiiy comptete it. 
Every game witi throw up new chat- 
tenges and different opponents. 
Betieve me it’s definiteiy worthy of 
cioser inspection. 


FMUtiM'J iltOT 


GRAPHICS///! 80)1/ 


A little bit nougatty, but overall it 
looks nice and moves well. 


SONICS///////(92>/ 


AL Michaels in all his glory! He shoo, 
he shoo, he shoo, he shoots, etc. 


LIFE SPAN//// 86 >/ 


If you’re one of the many ice hockey 
fans in this country, you’ll love it. 


gaivieplay//(84>/ 


The controls are a tad dodgy to 
begin with, but basically okay. 


Tampa \ 

Uancouuer 

SKftTING 
SHOOTING 
STftEM«5TH 
STICK HHHDLIfiG 


r-F- ATine 

SHOOTING 

STRENGTH 

STICK HHNDLING 


ffnrrriUA 


mmerrmMJL 

MDOCEI' 


Bully off! The 
traditional start 
to a game of Ice 


OFFICIAlU'i REVIEW 
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SQUARESOFT • £69.99 m 1-3 PLAYERS 






SJj^ 



After Bomberman I didn’t 
think there couid have been 
much of a proper use for 
the muiti-tap. Fortunateiy i 
was wrong. Square Soft have cre¬ 
ated one of the best muiti-piayer 
games for a iong time. DAVE 

D ecent games are rare and 
often hard to come by. 

After personally looking at 
all of the official games in 
Britain, I can only say about five 
percent of them actually Interest 
me. The rest are just re-hashed 
ideas from long ago and are far too 
over-priced for my liking. 

Tears of bitterness however have 
changed to those of joy. After an 
aggravated wait, I finally get to 
play what I've been hearing about. 

Secret of Mana. Apparently it's the 
first role-play game that utilises the 
multi-tap efficiently. Hmm, it does 
sound interesting doesn't it? 

The entire game is based around 
magic with Its many forms and 
uses. You begin the adventure as a 
young lad who Is just too curious 
for his own good. As you are play¬ 
ing near a waterfall you spy a rusty 
sword protruding from a boulder. 

As you approach, your name can 
be heard, someone is calling you! 

The voice requests that you release 
the sword from the stone. You do 
as the voice asks, only to release all 
of the evil that it was suppressing. 




Above: Hello Neko. I'm just about to go into tbe 
other cave, can you record my adventure? 



Through a set of globally hyper coloured fields, Pink mist descends impairing the party's 

xJ: ___ n,: _ that, aaaaShh, tInO 


the trio encounter walking mushrooms. 
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vision. What can they possibly do? 



does find his friends, the first play¬ 
er has the option of going solo or 
letting his friends help by plugging 
in their joypads. 

If you are playing in solo mode, 
then you can choose to let the con¬ 
sole take control of the surplus 
characters. You do have say on 
how they act though. 

By selecting a new posture on 
the attack chart in the inventory 
screens you can select whether the 
character in question plays defen¬ 
sively or offensively. Depending on 
their current status. 

The controls are easy to under¬ 
stand, you have the up/down, 
left/right nonsense with button B 


acting as your weapon control. The 
longer the button is pressed, the 
harder your blow will become. 

Although this is limited by the 
amount of experience you have in 
this weapon, so it's best to stick 
with the sword at all times for the 
primary character. 

Each character can be assessed 
by their statistic sheet to see how 
experienced adventurer they really 
are. To attain a higher level of expe¬ 
rience, thus increasing all of your 
statistics, you have to kill enemies. 

Now it does not matter who 
strike the killing blow as experi¬ 
ence is shared evenly for the party. 
But the character striking the most 


THEiMAGICi 


The soldier makes no sense. What if I strike 
his codlings, would he stop this nonsense? 

You see, that was the sword of 
mana, the only Item capable of 
banishing all evil. But recently it 
has been losing Its mighty powers 
and requires help - from you. 

Not long after this, you are ban¬ 
ished from your home village, your 
treachery is not tolerated and it 
seems you're never to return as 
long as there Is evil. So that's your 
quest, you must travel the lands in 
search of all of the mana orbs and 
their respective weapons. 

Then you must battle foul 
demons and destroy their physical 
form with your almighty magical 
weapons. Now what sort of task is 
this for a small boy? It's not before 
some time that the other two play¬ 
ers can join in if they so wish. 

The initial player must complete 
a few simple tasks on his own 
before meeting his comrades at a 
later date. When he eventually 


Like in every review, we supply a nice collection of boxouts for you to drool 
over. Below is a sampled list of some of the items and magic spells that can he 
used in the game. But he warned, if you drool to much you're hound to make 
the page soggy and the ink will run, making it impossible to turn the next page 
properly. Next month there'll be waterproof pages to combat this problem. 
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You can’t hide in the grass 
forever you know! > _ 


ioaysdi 


demonstrated. Just a few more 
tweaks on this product and we could 
have had an ultimate. But there’s 
always a chance of this happening in 
a Secret of Mana sequel! 


GRAPHICS///( 88)// 


Nice, clear precision graphics that 
are gentle to the eye. 


soNics///////( 86// 


Pleasent melodies that move you 
into relaxation mode. Dreamy. 


LIFE SPAN///(g2)/ 


Even with dedicated playing it will 
take ages. Believe me. 


OFFICIAL^'^ REVIEW 


GAMEPLAYf/(94)/ 

Oh man is this smooth! You really ^ 

have to play it to believe it. I 


[OVERALL 


Hey everyone, there's an armoury here. Who's got the gold? 


H . Watchout for the 

plants that attack. 


Above: The soldiers celebrate their recent 
rescue by the famous trio. 


Quick down here. I definitely heard footsteps 
somewhere down this corridor. 

blows first will inevitably increase 
in their weapon proficiency much, 
much quicker. 

As each monster is defeated in 
combat, they leave behind a trea¬ 
sure chest. Sometimes it holds 
gold or healing potions, on other 
occasions it can leave behind a 
booby trap injuring the player or 
party respectively. 

To help your party's survival 
chances you can equip yourselves 
with new armour and weapons 
from a town's blacksmith. To attain 
these you need to have pots of 
gold though, so get slaughtering. 

If your party is in need of a rest 
and you wish to access the save 
game option, you'll probably need 
to locate an inn. These are only 
ever found in a town as well, mak¬ 
ing it a bit of pain in the butt. 

Especially if you're stuck down a 
big dungeon in the middle of no 
where and you've just found a new 
special item. But if it had a save 
game option all of the time I would 
have probably said the game is 
now too easy. 

The only downfall in this game is 
its challenge rating. Now don't get 
me wrong when I say that I'm good 
at games. Or so people tell me any¬ 
way. But I just found it a little too 
easy. It could have taken me only a 
week to complete from start to fin¬ 
ish, although I would of been play- 


Above: Hang on. I've just stayed 50 thousand 
monsters and the bloody chest is empty? 


Right: Typical for the girl to get confused 
and then run into the nearest wall. 






Werewolves are very daft. See how they stay 
there whilst I pummel them with arrows. 

ing this con¬ 
stantly. It's a 
massive game 
with loads of 
new and excit¬ 
ing locations 
to seek out 
like Zelda. 

It even has 
many different 
worlds for you 
to search. I 
loved playing 
this game. 

The music is 
soothing as 
you seek the 
next mana orb, nice bendy notes 
played on an electric harp mixed 
with echo. Sound effects are just 
plain average but serve their pur¬ 
pose very well. 

Graphically it's just 
mint. Spot on detail at 
all locations with a nice 
rate of sprite animation 
for the monsters and 
player characters. But 
as mentioned before, I 
question its longevity. 

Perhaps it's too easy 
for the seasoned player 
like myself, but enjoy¬ 
able nevertheless, and it's probably 
just perfect for the average role 
playing, console abusing, games 
player of today. 

Below: Now the woman said 
down these steps and... 


Oh knickers. Look at them lot. 


Don't bother knocking on the door, just barge in my friend. 


Above: Excuse me kind sir? 
But where is the shower? 


Below: Yes, I would very much 
like three of those. 


. „ Although the review 

S«Tof?iA« paints this game a 

very pretty picture it’s 
.. still far from perfec¬ 
tion. The muiti piayer 
option is not originat but unique, the 
onty other games that carry it away 
are Super Bomberman and Gaunttet 
(which the iater is not on the SNES). 

I couid have done with a touch 
more role-play involvement but then 
again it may not be suited to the con- 

fsnfp ~ uuhir.h nimnpnn MpQtpr pIppHu 
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Below: That three 
pointer just slips 
in the basket as 
the ref calls the 
end of the period. 
Now the battle is 
really on! 


Above: By pressing the 
select you can substitute 
any tired, injured or 
useless players you may 
have on the court. 


Left: Any 
double dribble 
or movement 
whilst holding 
the ball will 
lead to a 
traveling 
violation. 


Ever wanted to ^Gorilla 
dunk’ like Shaq O’Neal or 
'Kiss-the-rim’ like Michaei 
Jordan? Weii Eiectronic 
Arts Sports and NBA Showdown 
wili allow you to do just that! NEIL 




I t all started way back in 1891, 
when a Dr. James Naismith 
suddenly decided to nail a 
bushel basket onto a wall. This 
was not due to any particular 
hatred of bushel baskets as such, 
but was Intended to provide bored 
children with 
something to 
do. And they 
must have 
been bored if 
excitement to 
them meant 
standing and 
looking at an 
elevated 
bushel basket! 

Then one day 
a child had the 
revolutionary idea of trying to 
throw a ball into the basket. Why, 
no one is quite sure, but every now 
and again a ball would go into the 
basket and so began the sport we 
now call basketball. 

It's nearly as bizarre as inflating a 
pigs bladder and kicking it around 


rectangular piece of waste land, 
isn't it? Much has changed since 
those first hesitant steps towards 
what is now the world's most pop¬ 
ular indoor sport. 

Many players have come and 
gone, but their legacy has changed 
the game for ever. 
Before the Doctor 
of Dunkology, 
Julius Erving, 
made his mark on 
the game, there 
was no such thing 
as a thundering 
tomahawk slam(l), 
and how could the 
game possibly 
have developed 
without Cousy's 
amazing creative assists? 

Today, nowhere are the years of 
game development better demon¬ 
strated than in the players of the 
NBA. Each year these highly skillful 
players battle it out in the NBA 
world championship. NBA 
Showdown from EA sports 



Trade players to make your own dream team. 


NBASH 
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NBA Showdown has all 27 of the 1993 
National Basketall Association teams 
to choose from. There is also a dream 
team made up of the greatest players 
in the world. Each team has it's own 
strengths and weaknesses and it's 
own unique styles and star players. It 
is also possible to trade players with 
other teams to create teams to your 
own personnal specifications. 


attempts to bring all that double 
dribblin', slam dunkin' action right 
on to your SNES. 

This basketball game appears to 
have just about everything you 
could possibly imagine such a 
game could have. You can choose 
from any of the 27 1993 NBA teams 
plus an all-star team made up of 
the greatest players. It's also possi¬ 
ble to create your own dream team 


Battle for position in end of season playoffs. 


by trading for your favourite play¬ 
ers in the league. All these teams 
can then compete In single games, 
full seasons or playoffs. 

Although a team game, certain 
players in basketball stand out 
from the rest for their spectacular 
and unique moves. Known as 
Marquee shots, many of the top 
players have their own trade mark 
dunks or lay ups, such as Shaq 
O'Neal's Gorilla dunk, Jordan's kiss 
the rim or Charles Barkley's in-your- 
face slam. 

Most are difficult to perform, 
gravity-defying and practically 
indefensible. Whichever team you 
pick it's an idea to see if any of the 
players can perform these impres¬ 
sive individual action shots. 

It isn't all flying through the air 
and swinging from baskets with 
the greatest of ease though, this is 



EA SPOUTS 9 £59.99 • 1 ■ 2 


IimportM review 


a game of strategy as well as 
action. NBA Showdown requires 
you to understand and utilize both 
if you are to win matches and make 
it to the playoffs. 

NBA Showdown aims for high 
realism and does succeed to a cer¬ 
tain extent. Players can perform all 
the moves that real players can and 
even suffer from fatigue. 

Massive wins tire out a team for 
the next match and performances 
slump. Similarly, demoralising 
defeats lead to less than perfect 
play and injuries can be sustained 
through too much fierce blocking 
and charging. 

With all this packed into the cart 
why did I think it was so mind 
numbingly boring? Graphically 
NBA Showdown is good but by no 
means excellent. The characters 
move too slowly for this to be a 
truly fun game and there just Isn't 
enough variation to maintain any 
long term interest. 

By far the best feature of this 
game are the sonics. With some 
great speech samples and pumping 
tunes it's probably worth turning 
the contrast on your TV right down 
so you can't see the picture! 

Despite the tedium, NBA 
Showdown does have a cou¬ 
ple of saving graces. To 
start off with, there is a 
two player option that 
allows you and a pal to 
battle against one 
another or combine 
your skills to defeat the 
computer. This does 
add to the overall 
excitement, slightly. 

Secondly, there is the 
wonderful instant 
replay option which 

PLAYERS 



The fairly impressive mode 7 shots of the court. 



allows you to see your most fantas¬ 
tic moves frame by frame, in fast 
forward, or even backwards if you 
are so inclined! Ok, so maybe that 
doesn't constitute a saving grace, 
but it's certainly one of the best 
bits in this cart. 

If you are heavily into the manag¬ 
ing side of sports sims, then I think 
this will probably suit you down to 
the ground. Unfortunately the 
gameplay just wasn't up to scratch, 
so I think I will stick with NBA Jam. 



I was expecting a 
more advanced ver¬ 
sion of NBA Jam when 
I first saw NBA 
Showdown. What I 
actualty got was a game weighed 
down hy reaiism and statistics. Even 
when piayed in the arcade mode, 
rather than the simuiation mode, it 
was slow and in my opinion pretty 
boring. This game seems to concen¬ 
trate on being more of a management 
Sim, rather than being a playable fun 



SONICS///////I 

Great tunes and spot efiects played 
alongside nice speech samples. 




LIFE SPAN/// 

A fairly in depth game but can you 
really be bothered? 


GAMEPLAY// 

It s not going to win any awards, 
bul it s quite playable. 


arcade game and suffers as a conse¬ 
quence. Oh well, never mind! 


graphics///(78)//' 

T 00 slow and jerky to warrant a ^ 

higher score. [ 
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MINDSCAPE • £44.99 •1-2 PLAYERS 


American style baseball 
isn’t renowned as the best 
sport to convert to the 
console, but things might 
just be about to change. MARC 


YOUR PLACE OR MINE? 

Once you’ve chosen your team and sorted out your players, it’s time to choose 
where you want to play. In a field, in a park or in a dome - the choice is yours. 


I Left: Jack B Nimble, Jack B 
quick. Jack best score a 
bomer or Jack will be bit. 


A merica - bah, I just don't 
want to talk about it. Ever 
since the dawn of Super 
Action, I have been 
plauged by games that derive from 
one or other pastimes of the pil¬ 
grim children. 

Remember that bowling game, or 
the ice hockey cart? Admittingly I 
enjoyed playing basketball, but 
then I played that when I was at 
school. This really takes the Peek 
Frean though - they're expecting 
me to review the good old U.S. of 
A's national pastime. 

The game millions of adult 
American men watch in their 
'dens', eating 'hero sandwiches' 
and dipping 'Twinkies' into their 
coffee or 'lite'. 

There is a choice of one or two 
player action in the game and 
when I first rammed it home, I was 
all on my lonesome. I fired it up 
and proceeded to lose, I think the 
final score was something like 50 
million to Cal and somewhere in 
the region of nil for me. 

To say that this is the best base¬ 
ball game I've ever played would 
be the same as saying that Tetris 


Strike three! You’re out! Hit the bench or the 
showers, either way you’re a loser. 

was the best Game Boy game I've 
played, that is it wouldn't be saying 
much. So for the time being, don't 
think of Cal Ripken Jr as a baseball 
game. Instead, think of it as a two 
player fun filled extravaganza. See 
it as a sports sim with laffs and ten¬ 
sion and try to put baseball right 
out of your mind. 

The graphics are good, the sonics 
are OK, but the the gameplay is 
excellent as a two player fun fest. 
The single player mode is a bit 
todge, but it's playable after a 
while. If you like sports, if you don't 
mind American games, if you like 
to play against your mates then Cal 
Ripkin is definitely worth a gander. 

Cal's already on my video game 
shelf, next to my copy of NCAA 
Basketball, hidden behind my '101 
reasons to hate America' book. 

85 % 


Right: The ball been thrown, bases 
loaded, will he hit it? I dunno. 


Left: The fielding team 
are in disarray. They can 
all see the ball, but no 
one wants to pick it up. 


Above: Chose your game boy. 
Check out the rosters if you like. 


An average fielding set up for a semi ^ : 

professional baseball squad. ^ ^ ^ 




Watts is going to third, who’s on first? : 
Who’s on second? Who cares? ’ s 




Catch it you 
dope! Oh dear, 
you just can’t 
get the players 
nowadays. 


Guess what? This is the map screen whei 
select your teams from all around the US o\ 




















































ISSUE 10 
OUT NOW 


Cruise down to 


your local 
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THQ • £49.99 


1 PLAYER 








Oh Jesus! Oh God, please 
no! Don’t make me do It 
Alex, I’m begging you. I’ll 
give you money, jeweiiery, 
even extended favours, just don’t 
make do it! Piease! DAVE 


D amn. He made me do it. 
Okay, ril be open minded 
and prompt everyone by 
saying that this cart is def¬ 
initely intended for children of a 
very young and tender age. But is it 
up to scratch? Does it give Thomas 
and his friends the 
credit they so 
rightfully deserve 
after years of tele¬ 
vision entertain¬ 
ment, inspiring 
kids of all ages to 
live life as a chatty 
steam engine? 

After loading up 
the cart and turn¬ 
ing up the sound 
on the monitor, I 
nearly had everyone's attention. It 
was quite incredible that so many 
people instantly recognised that 
famous pipe tune. 

But soon the attention turned 
into aggravation as hordes of my 
colleagues whinged and asked me 
to turn the music down until it 
could no longer be heard. 

I just think that they are scared of 
admitting that they still love the 
cheeky steam train and his fun filled 
antics with the fat controller. 

Turning my attention back to the 
game once more. I'm greeted with 
a selection of difficulty levels. 
Ranging the age of four years and 
under, to over eight year olds. Being 
the brave and adventurous chap I 


Above: Thomas V Bertie. Who'll win the race? 


can you see on the 


What 


10 Some ducks 


Alex tries his hand at canal traffic observation. 


Oh dear. Only three short stories. Boo hoo! 


am, I selected the eight years and 
over level. As the present screen 
faded out, a new one emerged. 

Once it was properly formed, I 
could make out a square train track 
with multiple icons places around 
the edges and on top of the track 
was tiny Thomas 
waiting patiently 
for instructions. 
Placed in the 
very top-left cor¬ 
ner of the screen 
is a white puffy 
hand to move 
and to select the 
icons on screen. 
Without further 
delay I selected 
the nearest puz¬ 
zle and proceeded to set about it. 

The first puzzle happened to be 
some sort of picture game where I 
had to slide the segments of the 
picture back into its original form. 

Okay this very easy to do, but 
when pressured by fellow team 
members with their cajoling and 
physical violence, I found things 
incredibly tough. 

Leaving the SNES console for a 
moment, at least until things had 
quietened down I returned with a 
fresh and relaxed mind. 

As I whisked through each and 
every level I couldn't help but won¬ 
der, was I this intellectually under¬ 
developed? Don't get me wrong, I 
myself have had several 
experiences with very 
young children and their 
learning brackets. 

If a child of six can play 
games of an advanced kind 
and perform considerably 
well, then they would seri¬ 
ously become stifled if sub¬ 
jected to this sort of 
education. I mean, one 


level consists of select¬ 
ing railway switches 
where the player must 
decide how Thomas 
would travel down the 
railway line. 

If the railway junc¬ 
tions isn't selected cor¬ 
rectly Thomas would 
miss his proper desti¬ 
nation. What's wrong 
with that you may say? 

Well, the problem is 
that there's one level 
(out of a possible 
three) where you only 
have two choices! 

It would be impossi¬ 
ble to get it wrong, 
because if you do, the 
computer allows you 
to instantly try again. 

And this is how it 
goes throughout the 
entire course of the 
game. It would be nice 
if this game cost 
around £15, but as it 
stands it's way, way, 
way over priced. 

I would personally 
feel that any child 
would benefit from 
several and proper 
educational toys for 
the same amount of 
money that THQ are 
currently charging. 


^ ^ ^ 

^ Can ijou set^ the 
switches so that 
arrives at the station? 

Even when set on the oldest age setting, it 
proves to be just too simple. 


TH‘'s;S*.r ^ I could explain more 
about this game and 
its sections, however I 
feel it unnecessary as 
there is only eight sec¬ 
tions, each with three difficulty set¬ 
tings. At the end of the day it’s all 
just big hype. THQ have bought up the 
rights to a famous character (yet 
again), bullsed it up to no end and 
then released it for extortionate 
amounts of money. 

Take my advice, buy several 
Thomas reading sets with that nice 
man out of the sixties pop group, go 
and buy some more educational prod¬ 
ucts and you’ll still be laughing all the 
way to the bank with some change as 
your child begins to develop into an 
Einstein equivalent. 


GRAPHICS/// 

Okay, they’re not exceptional, but 
they serve their purpose. 


SONICS///////i 

Although simple, the tune is faithful 
to the original horn pipe classic. 


LIFE SPAN///i 

Literally about three hours of 


(^// 


.w 


This is it. This is all you can select I’m afraid. 


THETMIK 

AND nUENDS 


On a clear night, a big 
shii^ moon brightens 
their joumeg, but oFten 
Thomas and Percy can*t 
even see the starsi 


Perhaps the most 
educational part 
is the reading 
section. 
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SUPER SUR0EY 


We're quite big-headed here in the Super Action I you to fill in so we con provide you with on even 

office. We think our publication is absolutely better mog in the near future. All completed surveys 
marvellous. However, we're also clever enough to will go into a draw, with one lucky person winning a 
realise that even our mag can be improved upon, game of their choice. Please state which game you d 
Therefore we've printed this two-sided survey for | like at the end of the questionnaire. 


1) What sex are you? 7) What would you like to see in Super Action that has never 

Male (i.e. lad, geezer, bloke) □ been in before (seriously)?- 

Female (i.e. lass, chick, babe) □ ---- 


2) How old ore you (be honest)? 


3) Are you: 

At school □ 

At F.E. College □ 

At H.E. College □ 

Working □ 

Unemployed □ 


4) Please rate each section of Super Action out of ten, the higher 
the score the more you like the section. 

Editorial Design 

News 

Reviews - - 

Previews - - 

Letters - - 

Guides - - 

Hints, Cheats, Codes - - 

Features - - 

Company Profiles - - 

Interviews - - 

Buyers' Guides - - 

Competitions _ _ 

Manga _ _ 

Overall _ _ 


5) Would you like to see: 


More screen shots □ 

Less screen shots □ 

Shorter reviews □ 

Longer reviews □ 


6) If you think any particular sections need improving, state 
which and why. _____ 


8) How often do you buy Super Action? 

Every month □ 

Every two months □ 

Every four months □ | 

Less than that (please state) _ 

9) How many other people read your copy of Super Action? 

0 1 2 3 4 5 More 


10) What influences your decision to buy Super Action? Rate 1-5, 
1 for least important factor, 5 for most important. 


Cover design □ 

Price □ 

Number Of Pages □ 

Number Of Reviews □ 

Cover gifts □ 


11) Which other Nintendo mags do you buy? Please only rate the 
ones you buy at least twice a year (bear in mind the overall rat¬ 
ings you gave Super Action in question 4). 

Editorial Design 

SNES Force _ _ 

Total _ _ 

Super Control - - 

Game Zone - - 

Nintendo Magazine System _ _ 

Super Pro - - 

GB Action - - 

Super Play - - 

12) What cover gifts would you like to see on Super Action (if any 
at all)? 

None □ 

Tips booklet □ 

Novelty item 

(Eclair Administration Unit or similar) □ 

Badge D COflt*»* 
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cont... 


SUPE^ SUR0EY 


Postcards □ 

Vouchers (money off games) □ 

Poster □ 

Other (give sensible suggestions) _ 

13) Whaf do you look for in the advertising pages? 


New releases □ 

Software prices □ 

Where to buy software □ 

Where to buy add-ons □ 

Mail order offers □ 


14) Which SNES do you own? 


British □ 

American □ 

Japanese □ 

I haven't got one □ 

15) Do you own a convertor or 'cheat device'? 

Convertor □ 

Action Replay □ 

Game Genie □ 


Other (please state) 


Please circle one answer. 

0 2 4 6 8 More 

22) What other subjects would you like to see covered in Over 
The Edge (please state)? _ 


23) How many CDs/cassettes do you buy each month (please circle)? 

0 1 2 3 4 5 More 


24) What types of music do you like? 


Rap 

□ 

House 

□ 

Heavy Metal 

□ 

Ska 

□ 

Ambient 

□ 

Grunge 

□ 

New Romantic 

□ 

Rock 

□ 

Barber Shop Quartets 

□ 

Ragga 

□ 

Bangramufffin 

□ 

Other (please state) 



16) How many games do you buy a month (please circle)? 

0 1 2 3 4 5 More 


17) Where do you buy them? 

Chain store □ 

Mail order □ 

Local shop □ 

The dodgy bloke with the van □ 

18) Do you buy import games? 

Yes □ 

No □ 

Sometimes □ 

19) What other consoles/computers do you own? 

Mega Drive □ 

Game Boy □ 

Amiga □ 

PC □ 

Others (specify) _ 

20) How do you rate Over The Edge for: 

Editorial □ 

Page design □ 


21) How many pages of Over The Edge would you like to see in 
Super Action (bearing in mind Super Action is 100 pages long)? 


25) How much do you spend on clothes per month (or have spent 
on you)? 

Less than £20 □ 

£20-£50 □ 

£51-100 □ 

£ 101-200 □ 

More □ 

26) How much do you spend on videos per month? 

Less than £20 □ 

£20-£50 □ 

More □ 


27) How many films do you go to see each month? 

0 12 3 4 5 More 

28) Who do you (or your girlfriend or Mum) think is the most 
handsome lad in the Super Action team (please circle)? 

Alex Marc Jay Neil Dave Spiller 

Please send your completed survey to: SUPER ACTION SURVEY, 

Europa House, Adlington Park, Macclesfield, SK10 4NR 

Name: _ 

Address: _ 


Post Code: _ Tel No: _ 

If you're the winner in our draw which game would you like: 
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All information will be kept in the strictest of confidence and will be for internal use only. 
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W&39 494097 

Inatant Win 


PHILIPS CDi 


&8-39 404095 

InatontWlh 


Llnstan't Win 


08301 




rnom^i ^ " 

Vt(km- d movMln orlgfikl mrskm 

OapMnk lop ^ iho fun slory of Ifm Snrmpifs^ 


3W trok v/iWh =• Ml dmiOmo hi 
Plm^iiMm olook^oDfM ond moro,J 


Play the game to be granted three wishes in... 

4lA/7Z/7l'kCAVa 

..»+o win your Instant Prize! 


SEGA, SEGA 

MEGAOniVE MEGACD 

+gam of your dwfce + S««m> Of your 

0S39 4040'92' 98'09 404099 

Ina-'an^ Win 

GAWE GEAR 

'■■liV H:o,.k 

9939 494993 

I instt;h/v/in 
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-i-gam ofymirdiQice 


AMIGA^-m 

0839 4 jm 90 ^ 


Instant Wrn 


Calls cost 36p per min (cheap) 48p (other times). Max possible cost £3.60. Please be sure you have permission to make this call. Where Instant Win 
is indicated there is no tiebreaker and prizewinners are decided instantly by playing a deciding game. Other competitions close 31.5.94. All competi¬ 
tions involve multiple choice questions. Nintendo/Sega/Amiga/Gladiators & Star Trek are all registered trademarks of their respective companies. 
We are neither related to nor endorsed by them. For rules and winners’ names please send SAE to 

Aladdin's Cave, PO Box 28, Northampton NN1 5DS. EuroMar 














These are earfy screen shots of the 
forthcoming cart. As you can see, the whole 
caboodle sure looks fine. 
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A streetwise basketball jamfest is 
the order of the day, and big Sir 
Charles Barkley is Just the man to 
bring it to your Super Nintendo. 


A ccolade achieved a sport- 
ing "double whammy" 
by signing up Charles 
Barkley earlier this year 
to endorse a basketball game, just 
as Michael Jordan announced his 
retirement and Big Bad Barkley 
became the new golden boy of 
American basketball. 

As Accolade made the announce¬ 
ment of a "worldwide licensing 
agreement", the entire United 
States went Barkley bonkers, as 
Barkley was awarded NBA's most 
coveted award and Nike signed the 


man up for the most lucrative 
licensing deal in sporting history. 

In 1994, it is estimated that 
Barkley will earn $100,000,000. 
Barkley's meteoric rise to national 
fame peaked earlier this year as the 
media hounded Michael Jordan 
about his alleged gambling habits 
and grew bored with wonderkind 
Shaq'O Neal. Barkley jumped to 
Jordan's defence telling the press 
to "Butt out and let us get on with 
our job!". This won him the respect 
of the nation. 

Accolade's logo "Games with per¬ 
sonality" could not be more aptly 
applied than to a game featuring 
this tough, unconventional basket¬ 


ball star. Barkley is big, 6'5" and 
250 pounds, this Phoenix Suns for¬ 
ward is the most exciting player 
the sport has ever seen. 

He's also gained a powerful repu¬ 
tation for his 'exuberance' on, and 
off the court. Media people have 
become understandably cagey in 
their dealings with the man. 

Placing a dinner plate-sized hand 
over a camera lens he recently 
growled: "I'm a tough guy, I go out 
and compete every night. If you 
want to test my limits, go ahead!" 
Surprisingly, nobody has yet taken 
him up on the offer. 
"With Michael Jordan 
his only real peer in 
the game, Barkley has 
taken basketball to a 
new and disorderly 
level." said project 
leader Danny Pisano. 
"We're endeavouring 
to integrate his fast¬ 
breaking intimidating 
whatever-it-takes-to- 
win playing style into 
the game." 

Barkley added "I 
love to play, I love to 
have fun and I love to win. I'm sure 
my enthusiasm for basketball will 
reflect in this game." 

One thing's for certain, the world 
loves a guy that's good at being 
bad. Hailed by his fans and critics 
as "Sir Charles", Barkley has 
earned this distinction by becom¬ 
ing the all-time NBA leader in fines 
assessed. Pisano added: "This man 
takes no prisoners and this game 
will reflect this awesome power 
and controlled aggression." 

Barkley is working closely with 
the design team and is keen that 
the game not only simulates his 
style of play but also tells a bit 
about the man himself, his person¬ 



ality and his upbringing. Already a 
multi-millionaire and likely to 
become the richest sportsman ever 
in '94, Barkley has not had an easy 
ride to the top. 

Barkley grew up in the ghettos 
of Chicago where he discovered 
gift for basketball. Play was rough 
and he learnt to be streetwise, 
tough and singieminded, because 
for every one Charles Barkley, there 
are thousands of kids that grow up 
as 'could've beens', jailbirds or 
corpses. Fortunately for Barkley, his 
skill and power meant that success 
was a foregone conclusion. 

Design team leader Danny Pisano 
described the design meetings with 
Barkley as: "A real thrill! Charles 
was very keen to portray the Street 
element of basketball, and so we 
designed the game around street 
scenes, which made a welcomed 
change from the court arenas 
which feature in other games". 

The graphic designers are build¬ 
ing a background of street scenes, 
depicting downtown street life 
with graffiti and run down neigh¬ 
bourhoods, covered in graffiti. 
Charles is very keen that this street 
element is in as he claims that even 
today his best and most enjoyable 
games are those played on the 
street with his friends." Imagine 
the crowds now as Barkley goes 
back to his old neighbourhood to 
play some ball with his old friends. 

The design team is employing the 
latest 3D technology and animation 
techniques to make sure that the 
player can really relive Barkley's 
unique and allegedly unethical 
style of play. 

The graphic artists digitizing 
Barkley boast they'll get closer to 
the way the man moves and plays 
than any sports game before. 

"The game will be portrayed in 
his style!" Says Pisano " Rough 
and tough on court, completely 
uncompromising, hitting, knob- 
bling and pushing". 

This sort of play is done right out 
in the open in full view of the refer¬ 
ee. It's not malicious, just a burning 
desire to get possession and dunk 



Sir Charles constantly up^tes tf^ame 
programmers on new nw¥^, forms of play 
and generally chips in his own ideas. 


the ball. The more he does it, the 
more he scores, the richer he gets 
and the more the fans love him. 

The game is in mid-development 
at the moment and Barkley regular¬ 
ly liaises with the design team, 
approving and making useful sug¬ 
gestions which I'm sure they are 
only too keen to implement. 

Pisano describes the basic struc¬ 
ture of the game as an intense two 
on two jamfest starring Sir Charles 
and sixteen of his neighbourhood 
buddies. The game will also work 
with the multi tap adaptor, thus 
allowing up to four dunk hungry 
chumms to compete at once. 

Barkley's motto is "Play or get 
out" which reflects his attitude of 
"Get out of the way or get beat 
up". This ethic inspired the great 
title for the game, Charles Barkley's 
Shut up and Jam! 

Super Action will have all the low 
down on Accolade's possible finest 
release yet before the rest of the 
crowd, so keep your eyes open in 
future issues. Charles Barkley's 
Shut Up & Jam! will be released by 
Accolade in mid June 94. 
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Soccer Kid takes a dive in Old Town, the 
second stage of the game. The spikes also 
puncture his ball, believe it or not! 


one. Scab's ship is already orbiting 
the Earth. Scab's smug smile is 
wiped off his face, however, when 
his ship collides with an asteroid. 

The World Cup trophy shatters 
into five pieces. The pieces are sent 
plunging Earthwards, with each 
segment landing on different parts 
of the globe. 

Soccer Kid takes it upon himself 
to save the day by recovering the 
five chunks of the World Cup. Yep, 
you've guessed it, you're Soccer 
Kid in this potentially dazzling plat¬ 
form romp. Soccer Kid performs in 
much the same way as a common 
or garden platform sprite, but with 
one great extra. He can dribble, 
head, kick and keep up a football 
ball Ryan Giggs style. 

There is a reason for Soccer Kid's 
footballing skills. His ball is his only 
means of vanquishing enemies and 
guardians. Where a normal kid uses 
a ball for smashing windows. 
Soccer Kid uses his for taking out 


Sick of the constant procession 
of irksome, mundane football 
simulations? Yeah? Me too. And 
Ocean. Ole, Ole, Ole, Soccer Kid, 
Soccer Kid! 

I t's 1994, the day of the World collection. The scanner bleeps 
Cup Final in the United States madly as it locates the FIFA World 
Of America. The atmosphere is Cup, the most prestigious trophy 
electric. An expectant capacity on Earth, gleaming in the sun. 
crowd is awaiting kick-off. So too. Suddenly a blanket of darkness 
thousands of miles away, is Soccer falls over the stadium and Scab's 
Kid sitting in front of his telly. spaceship materialises. The crowd 

In outer space, a million miles goes silent and the World Cup dis- 
away, far above Earth, the alien appears into thin air. They gasp, 
pirate scumbag Scab is scanning They voice their disapproval with a 
the area for a trophy of Great loud boo. When the lights are 
Importance to add to his enormous restored in the stadium, they cry as 


UUUUUUUUUUUUUUUUUy' 




Left: Climb up the trees, 
nick the apples and reach 
for bonuses even higher up. 
Kick the chest open for a 
random bonus gift. 
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Above: The Houses Of 
Parliament provide an 
impressive backdrop to the 
action. Here, Soccer Kid 
demonstrates his juggling. 
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Take the tube entirely at your own risk - 
it’s infested with killer rats. Check out the 


OCEAN 


rats, rottweilers 
and spanner ^ 
throwing workmen 
to name but three 
of his many foes. 

The best ball 
trick of them all, 
however, is the l 
skyward leap L 
performed by 
standing on the . 

ball and using its 
bounce to gain loads 
of extra height. 

Kicking off in the East End of 
London complete with tube sta¬ 
tions and the Houses Of Parliament 
(artistic licence, come on) in the 
background. Soccer Kid must 
steam along, picking up ice creams, 
burgers and sandwiches on the 
way while not forgetting to avoid 
the aforementioned nasties. 

Soccer Kid's journey continues 
through Italy, Japan, Russia and 
the United States of America. 


FIRST LOOK 


mmm 


Workmen in the East End of London aren’t the 
friendliest of chaps. Two hits with your ball 
will stop their spanner chucking antics. If 
you’ve lost your ball, just jump over ’em. 


time and extra stamina. Watch out 
for some star villains on your trav¬ 
els such as Wicardo the wicked 
pizza tossing waiter and the 
strange Slav sledgers. 

This release could well inject 
some much needed fun and colour 
into a genre that needs a good kick 
up the backside. 


Gameplay additives include the 
collection of footy cards - grabbing 
eleven of these enables you to 
enter a bonus stage which gives 
you the chance to seize a piece of 
the World Cup. 

Special chests littered around will 
reveal various power ups when 
opened such as invincibility, extra 
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Soccer Kid SNES style 
looks and plays almost 
exactly like Soccer Kid 
on the Amiga. 

But why fix some¬ 
thing that isn’t broken? 
The sprites are big, well 
drawn and lovingly ani¬ 
mated, the colours take 
advantage of the 
SNES’s 64,000 palette 
and the backgrounds 
are worthy of credit 
too. It’s hard to ascer¬ 
tain how well this will 
do given the nature of 
the already stupidly 
oversaturated platform 
genre. Soccer Kid could 
achieve cult status just 
because although there 
doesn’t seem to be any¬ 
thing new in there, it 
doesn’t pretend that it 
has. England aren’t in 
the World Cup so why 
not have a go on this? 

Gird your loins for a 
footytabulous review 
next month. ALEX 
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Come on boys! You're going 
home! Total the hut and your 
P. 0. W buddies will come 
flooding out. _ 


See that bloke with the big 
machine gun? He's a dead 
man he is. Pm going to drof 
smart bomb on his head. 



Have you ever fancied dressing 
up in tight fitting combat gear 
and straddiing one of the most 
powerfui choppers in the worid? 
No, neither have I. 



T he GA27 Thunderlord. 

What a beauty! Packed to 
the roof with laser guided 
missiles and semi auto¬ 
matic rifles, it's one of the most 
powerful helicopters you could 
ever lay your hands on. 

But unless you work as a pilot for 
the US army, you're not gonna get 
anywhere near one of these killing 
machines... until now! 

Ocean software are giving all you 
would-be Airwolfs a chance at 
proving yourself behind the wheel 
of a GA27 Thunderlord - if you can 
handle it that is. You see. Ocean's 
latest release will be the glorious 



Choplifter 3, and it gives you the 
thrill of controlling said chopper 
through treacherous enemy territo¬ 
ry. 

Your mission? Well, all you have 
to do is make sure you don't ram 
your chopper into the side of a 
mountain, along with rescuing mil¬ 
lions of stranded prisoners of war. 

Basically, we're talking about a 
cross between Desert Strike and 
any of the run of the mill shoot 'em 
ups currently on the market. 

Not that I'm saying Choplifter is 
your run of the mill shoot 'em up -■ 
oh no, Choplifter is something very 
special indeed. 



To start with, the weapons you 
can acquire on your mission are a 
lot more down to earth than the 
usual 'Plasma Bolt Guns' or 
'Lightning Strike Missiles'. 

You begin with just an average 
machine gun mounted carefully on 
the outside of your craft for maxi¬ 
mum carnage. 

As you plod on into the jungle 
you'll be able to collect numerous 
other fiercesome fire power such as 
heat seeking missiles and the ever 
popular smart bombs. 

Take care with each additional 
weapon you pick up, as you'll only 
receive a certain amount of each 



Hey, you down there! Catch this 
large missile for us. Cheers mate 
(snigger, snigger). 





















































Just one of the many heavily armoured tanks 
dotted about the landscapes in Choplifter 3. 
The key is to avoid the tank’s missiles by 
keeping in time with its barrel rotation. 


This cart has most 
things that anybody 
with a Rambo fetish 
wouid kili for. Death, 
destruction, easy to 
shoot enemies and 
pienty of hapiess old 
buddies to rescue are 
all wrapped up in an 
interactive bundle of 
fun. Choplifter 3 is 
tougher than the rest of 
the shoot ’em up bunch. 

Let’s face it, you can 
normally get through 
the initial levels on 
your first attempt. 

That’s where this game 
is different. There’s a 
strong challenge factor 
making it tough. 


one. I lost count of the amount of 
times I could've sworn blind I had a 
smart bomb, but when it came to 
using it - it just was'nt there. I'd 
wasted it earlier. 

Based on the classic arcade 
game, Choplifter 3 is packed full of 
amazingly smooth animation, high¬ 
ly addictive gameplay and has 
some of the most challenging and 
frustrating levels I've encountered 
for a long time. 

The graphics not only look nice, 
but they work surprisingly well and 
add to the overall feel of the game. 

Whether it be a bombing raid at 
the break of dawn or a fierce gun 
battle over the ocean - you'll be 
enthralled by the lot of it. 

Even though you'll probably 
spend your first few hours with this 
cart pulling your hair out and hurl¬ 
ing the Joypad to the floor with a 
great deal of force, your gonna love 
it in the end. 

Once you've mastered the initial¬ 
ly strange cockpit controls and per¬ 
fected your timing on releasing 
those ever so handy smart bombs, 
you'll find this cart very addictive. 

You'll be amazed at how many 
hours pass when you're destroying 
enemy bases and whipping P.O.W's 
out of the air. All in ail, you're left 
with a highly attractive shoot 'em 
up with just that little element of 
puzzle solving and head scratching 


OCEAN 


that so many of the current shoot¬ 
ers just don't bother to include. 

Choplifter 3 shoulkd be on the 
shelves of your local game store 
sometime around April, so hold on 
to your heavily buffed helmet, start 
whirring your rotor blades and get 
out there and kick some politically 
incorrect ass. Yeah! 


F RST LOOK 


Above: This is your home base. Once you’ve 
rescued enough hostages, make your way 
back to this landing pad. Here you can drop 
the prisoners of war off and then you can get 
back into the action. 

Left: Oh dear, I seem to have crashed my 
Thunderlord into the side of a mountain. I 
guess that means it’s game over for me, maybe 
I’m not such a good pilot after all. 


Below: Your hostage chums get ever so 
annoyed if you don’t rescue them from certain 
death. Hover for a while and watch them Jump 
around begging to be picked up. 
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Winbee picks up the fire bali and hurls it 
mercilessly at poor old Twinbee. 


Both players have aquired a sheild which will 
protect them from attackers, how boring! 


Winbee winds up for a super punch to Winbee's 
chin. Watch the hearts drop. 


N’ TWIN 




Winbee dances on Winbee's head, or is it the 
other way round? Mmmmm 


RAINBOW BELL 






KONAMI 


Bizarre graphics, strange sounds 
and a completely nonsensical 
name. Pop 'n Twinbee’s new game 
looks to have it all. 


ters, and a similarly suspect story¬ 
line if it's predecessor is anything 
to go by, then this game promises 
to be another classic in the making. 

The Rainbow bells are seven 
coloured bells which maintain 
peace and harmony throughout the 
Universe and as long as they ring, 
goodness will prevail. 

As you can probably guess an 
Evil Scientist, Dr Warmon, steals 
the bells in order 
to bring total dis¬ 
array and ulti¬ 
mately he can 
then take control 
of everything. 

As just a little 
aside, why is it 
always evil scien¬ 
tists and their 
cohorts who 
threaten life as 
we know it? You 
never seem to 
find a game plot 
in which evil 


insurance clerks, depraved games 
reviewers or amoral supermarket 
checkout assistants attempt to 
destroy the delicate fabric of time 
do you? Science has become such a 
maligned profession! 

Anyway, that's the end of my 
social comment, so let's get back to 
the plot. Without every one of the 
sacred bells, all hope for the future, 
symbolised by the gorgeous 
Princess Melora, is lost and the 
Universe begins to collapse. 

Enter stage right, one able Dr 
Shinamon, who summons his great 
top drinking trio Twinbee, Winbee 
and of course Gwinbee to recover 
the bells, rescue the Princess and 
save the Universe! 

It does all sound kinda familiar 
doesn't it? Now where have I heard 
this sort of plot before... ah yes I've 
got it.. It's in every other platform 
game In the world, ever. Never 
mind the unoriginal storyline, it's 
what the actual game is like that's 
the important thing. 


Below: Br Shinamon watches the proceedings 
from the safety of the control room. 


W hen first reviewed way 
back in issue 10, the 
original Pop 'n Twinbee 
cart caused quite a stir 
in the Super Action office. With it's 
unbelievably gorgeous, parallax 
scrolling graphics, top tunes and 
over the top frenzied gameplay, it 
was a fave amongst all the team. 

That's despite the fact that it was 
a scrolling shoot 'em up. Yes, a 
shooty that people actually played, 
this must have 
been a particularly 
good game! 

Now Konami 
brings us the sec¬ 
ond Instalment of 
the Pop 'n Twinbee 
saga entitled 'The 
Rainbow Bell 
Adventure'. With 
all the same well 


Below: Watch out for 
the propeller blades, 
they may cut you. 


Winbee meets the evil 
Dr Warmon on his stolen 
little bike type thing. 
Just batter him! 


loved cute charac- 
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Gwinbee is history, ah it's a shame! 

If you complete all the stages in 
one area, then you will have to face 
the usual end of level guardian 
boss. You must use all your skills 
and special power ups to defeat 
these big geezers. If you succeed 
you'll be rewarded with one of the 
seven missing rainbow bells, it's all 
becoming clear now, isn't it? 

Rainbow Bell Adventure, has 
some weird and wacky graphics 
which range from subtle combina¬ 
tions of pastel hues to garish 
attempts at fitting all the SNES's 
64000 colours on to the same 


You can choose to take the role 
of any of the three anime style 
characters and a two player 
option allows you to play simul¬ 
taneously with your mates, either 
in an alliance or in a battle mode. 

Your aim? Well you must trek 
through 28 stages of platform 
action to reach a goal set by 
Shinamon. Along each stage you 
must collect as many ordinary 
bells as possible and each time 
you bop one of Shinamon's bad 
guys, he will give you a special 
power-up bell to increase your 
armoury and shields. 

All three characters have plenty 
of attacks to kick Warmon's 
swede in with, including power 
jump attacks, super punches and 
crush attacks. Sounds gruesome 
doesn't it? Well it's actually good 
clean fun with no blood, 
guts or brains fly- 




screen at once and tegi 
it works brilliantly. m^DCOIXlCi: 

The sprites are 
smoothly animat- 
ed and strange [j 
enough to keep 
you amused. But 
I'm still mildly con¬ 
cerned at just how 
much cough medi¬ 
cine the designer 
must have con¬ 
sumed whilst cre¬ 
ating them. 

There are plenty 

of areas to explore - 

on each level and they should even 
keep the Mario experts happy for 
months. Overall, this is a fast and 
exciting game which although 
■■K^^^not stunningly original 
is still playable 
and fun. 


I FIRST LOOK 


0 




All the characters in Pop 'n' TWinbee Rainbow Beil Adventure have different 
weapons with which they bop either each other, or Dr Warmon’s evil cohorts. 
Winbee carries a large whip, Twinbee a large hammer, and Gwinbee fires rela 
tiveiy small fireballs. Oh yes, and there's Dr Shinamon, their mentor. 


GWINBEE 


TWINBEE 


HCZGHT 


DON&UR 

,X9I.AND 


DCM4BUR 1 
, ZSt. AND 


NAT X VC 
PLACe . 


SHINAMON 


WINBEE 


HB ZGHT 1 »7<m 

HEIGHT.42k9 

NATZVe VONCURZj 

PLACE ....^X»4.AND * 


As the follow up to the 
brilliant Pop ’n Twinbee 
the Rainbow Bell 
Adventure doesn’t look 
to break any new 
ground in the video 
gaming world. It does 
however take a well 
known genre and 
enhances it immeasur¬ 
ably to create a good 
looking, fast, smooth 
variant of the old style 
platform theme. 

The Rainbow Bell 
Adventure has a lot to 
live up to if it is to 
improve upon the origi¬ 
nal P ‘n T. By far the 
best way to gauge 
whether it has or not is 
to read the full review 
of this cart coming 
soon to a Super Action 
near you. Af£/i. 


Heip each other 
and the game wiii 
proceed a lot 
quicker, but it's 
less fun. 


Twinbee blasts off 


Twinbee gets hammered, pity he's 
at thin air though! 
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Motor biking, motor 
cyciing. Just stop 
for a gun battie on 
the way though. 







Freeze you scum sucking, loon wearing, nig 
mouthed, Cadillac driving son of a gun! Please. 


After quite a bit of conversion 
confusion, the coin op ciassic 
from Konami finaiiy hits the Super 
Nintendo. We take a iook to see if 
it matches the arcade originai. 


KONAMI 


Keep an eye on the boot, sorry, trunk of that 
car. Another gun weilding guy will appear. 


It looks like stopping the progress of bad guys 
leads to loss of respect from boxing promotor. 


efore I start, Td just like 
to mention that yes, the 
Sega version comes com¬ 
plete with a light gun and 
no, the Nintendo one doesn't. The 
SNES conversion has also had all 
traces of blood and snot firmly 
removed from Its circuits, courtesy 
of Uncle Censorship. Never mind 
kids, it wasn't that bloody anyway. 

On the plus side of things, the 
gore and the gun are the only 
things left out in this console con¬ 
version and all the thrills and spills 
of the arcade original have been 
digitised to death - just for your 
personal entertainment. 

If you've never been to an arcade 
and seen the crowds gathered 
around a Lethal Enforcers machine, 
then you're probably wondering 
what ail the excitement is about. 


Well how many times have you 
dreamt about being Don Johnson's 
Miami Vice sidekick, wiping out 
drug barons and low life pimps 
with the twitch of your trigger fin¬ 
ger? Now you can. 

You are a Rookie police patrol 
man, hell bent on stopping the 
surge of crime in this nameless city. 
Gangsters and bad guys are run¬ 
ning riot through the city's streets 
and I'm afraid it's down to you to 
put a stop to it ail. 

Armed with your trusty six shoot¬ 
er you must stop endless bank rob¬ 
beries, help hapless hostages and 
generally save the day. 


Peekaboo! Yes, the suii wearing gangster from 
before does have a change of wardrobe. 

The coin op and the Sega version 
had you jumping all over the place, 
squinting like crazy, waving a 
bright pink pistol around as if it 
were an extension of your ego. 

Konami realised the problems 
that arose by producing the cart 
with the light gun included before 
they finished the SNES conversion. 

Not only would it be nigh on 
impossible to sell the game and 
gun package fo* a user friendly 


Guess what? Yep, its game 
% over dude - you’re crap. 




You’ll have to pummel that bloke’s chopper 
and then grab... oh god, what am I saying! 


OVES 


Drug barons, gun 'unners and general all 
round mean dudei drop from the sky. 


Don’t ask me where it came 
from, in fact don’t ask me about 
it at all. I’m just gonna shoot at 
it for a short while. Dkay? 


Gas mask wearing gangsters can 
cause all kinds of grief. Believe me. 
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PLRYER 1 


DETECTIVE 


SHOTS 

uuu 


'Rccwfeym' 


Where’s your driver smart ass? 


This is what you’ve got to expect if you 
order the cream of Sumyungai from that 
Chinese restaurant - an annoyed chef. 


breakable objects in the room dur¬ 
ing the process. Now you can just 
sit back, relax and blast away at 
those nylon clad gangsters from 
the comfort of your armchair. 

Don't ask me where they found 
the actors to be digitised for this 
game. Most of them seem to have 
walked straight out of an early 
episode of Starsky and Hutch, com¬ 
plete with Cuban heeled boots and 
chunky knitted roll necks. 

Saying that, the digitisation tech¬ 
niques do work well and they do 
give the game just that slightest 
touch of realism that's so desper¬ 
ately needed. 

The cart is equipped with a train¬ 
ing stage where you can test your 
shooting prowess out on jack-in- 


the-box cardboard cut outs and 
china plates on sticks. Once you've 
had your fill of perforating station¬ 
ary objects, you can try your luck 
out on some 'moving' targets. 

I say 'moving' because, to be 
quite honest, the drug barons and 
bank robbers in this game must 
either be pumped up to the eye 
balls on their finest products or 
have the entire profit from their lat¬ 
est bank job in loose 
change in their blue nylon 
trouser pockets. 

Okay they may slide or 
jump onto the screen, but 
once the've arrived, they 
just stand there firing the 
occasional shotgun, beg¬ 
ging to have their knee 
caps removed. 

But after all that, you're 
still going to have a classy 
game on your hands if you pur¬ 
chase this one. I know you can't go 
out and buy it right now and I'm 
probably teasing you to death with 
all this chat about being a rootin' 
tootin' policeman, but when you 
finally get hold of a copy of this 
cart, you'll know all the waiting 
was well worth it. 


Hostages, trucks, bad guys, 
guns and big wooden crates. 
Exceilent shooting conditions. 


Left: Once you’ve 
completed a level the 
cart will give youall 
the statistics on your 


Well done that man! 








One of the many level bosses. This one 
happens to be on a boat, rather than on foot. 


This is a very playabie 
cart and I can see 
myself wasting bad 
guys and reliving old 
episodes of Kojak until 
the early hours of the 
morning for weeks to 
come. The game won’t 
be available until 
around April, but if I 
were you I’d start sav¬ 
ing up now. 

This is yet another 
classic cart from 
Konami with enough 
pulling power and semi 
violent addictiveness to 
make it a worthy addi¬ 
tion to your collection. 
Take aim and buy it. JAY 


Imagine you’re on a train that’s being blown to 
bits by cops and robbers. Would you get off? 


Left: Get to grips with your pistol in the firing 
range. There are lots of different targets to 
test your aim and your anger out on. 


Chemical plants. Always a hazard if you’re in 
the crime stopping business. Just do your best. 

price, but aiming a gun at a ten 
inch portable telly and firing it with 
some kind of accuracy would prove 
to be very difficult indeed. 

So to overcome this tricky prob¬ 
lem without having to scrap the 
SNES conversion, Konami opted 
for the old school (and sometimes 
dodgy) joypad method. 

Amazingly, using the joypad does 
have its advantages. Not only does 
it make the game a whole lot easier 
to play, but it saves you diving 
around your front room acting like 
T J Hooker on speed, breaking all 
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PLAY THE 


ADVENTURE GAME! 

BEAT THE VILLAIN AND 
WIN THIS INSTANTLY! 


+ 2 SUPER MARIO 
ALL STARS CARTS 
083940 70 72 


A TURASSK 
£500 INSTANTLY! 
.0839 40 70 61 


MEGA CD INSTANTLY! 
0839 40 70 69 


A SEGA 
MEGA CD 

INSTANTLY! 
0839 40 70 64 


GO MAD! GRAB tZDU 
WORTH OF COMPUTER 

GAMES OF YOUR CHOICE! 

INSTANTLY! 
0839 40 70 66 


PHILIPS CDi + 

GAME OF YOUR CHOICE! 
INSTANTLY! 0839 40 70 71 


WIN £100 WORTH OF 

MANGA VIDEOS 

0839 40 70 74 CLOSES: 31.5.94 


WIN THIS AMAZING 

AMIGA CD 

INSTANTLY! 
0839 40 70 60 


SEGA A- 
MEGADRIVE 

+ GAME OF YOUR CHOICE! 
INSTANTLY! 

0839 40 70 63 


BEST KIT! 

WIN £250 OF 

SPORTS GEAR 

0839 40 70 75 
CLOSES: 31.5.94 


ANY 

MOUNTAIN 
BIKE UP 
TO £200 

YOUR CHOICE! 
INSTANTLY! 
0839 40 70 68 


SUPER 

NINTENDO 

+ GAME OF YOUR 
CHOICE! 
INSTANTLY! 
0839 40 70 65 


GET HOLD OF THIS 

GAME GEAR 

+ GAME OF YOUR CHOICE! 
INSTANTLY! - 

0839 40 70 67 


WIN A FABULOUS 

KARAOKE 

MACHINE 

0839 40 70 76 
CLOSES: 31.5.94 


WIN AN 

AMIGA 

A1200 

0839 40 70 62 


CALLS COST 36P PER MIN. (CHEAP) 48P PER MIN (OTHER TIMES). MAX POSSIBLE COST £3.60. PLEASE GET PERMISSION TO MAKE THIS CALL. WHERE 
INSTANT WIN IS INDICATED THERE IS NO TIEBREAKER AND PRIZEWINNERS ARE DECIDED INSTANTLY BY PLAYING A DECIDING GAME. OTHER 
COMPS. CLOSE 28.2.94 AND AGAIN ON 31.5.94. ALL COMPETITIONS INVOLVE MULTIPLE CHOICE QUESTIONS. NINTENDO/SEGA/AMIGA + JURASSIC PARK 
ARE ALL REGISTERED TRADEMARKS OF THEIR RESPECTIVE COMPANIES. WE ARE NOT RELATED TO OR ENDORSED BY THEM. FOR RULES/WINNERS 
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O fficially the greatest SNES beat ’em ups of all time, 
at least in our opinion, are Streetfighter II and its 
younger brother Streetfighter II Turbo. So what 
could be better than the most special of special offers 
involving all your high-kicking favourites? 

All twelve of the world’s meanest streetfighting 
dudes are available for the bargain price of £1 each - yes, 
only one pound. What’s even more amazing is that you can 


buy the full set of twelve for only £10! Yolnks, a tenner! 
Unbelievable even if we say so ourselves. 

Impress all your buddies, meet loads of new, sexy 
friends and generally feel funky and fashionable as you 
skank down the street with pride. 

Send your cheques in as soon as you can to avoid 
excessive disappointment and enhance your chances of 
large scale popularity. 



d. Dhalsim e. E. Honda f. Guile 


b. Blanka 


C. Chun Li 


a. Balrog 




please send me: 

badge No(s) 

I enclose a cheque/postal order (no cash please) for £ 


send your order to: Name .... 

STREETFIGHTER // BADGE OFFER, Address 

Super Action, Europe House, 

Adlington Park, Macclesfield SK10 4NP. 


MAKE CHEQUES PAYABLE TO: EUROPRESS INTERACTIVE 


Post Code 


SUPER ACTION B7 

























The ref must be 


as blind, to have 
missed that one. 


Above: Brazil’s free kick is 


back four. 


is both striking, colourful and much 
care and attention has been taken 
to ensure that they too are good 
enough to make Empire Soccer 94 
quite a visual masterpiece. 

The large player sprites have 
taken months of tweaking to get 
the wonderful animations just right 
and it was well worth the effort. 

The pitch is viewed from a fairly 
unique tilted overhead view and a 
great deal of attention has obvious¬ 
ly been taken over the non-player 
graphics to give the feel of playing 
in a real football stadium, well kind 
of anyway. 

As for the players themselves, 
they move smoothly around the 
pitch and can perform diving or sta¬ 
tic headers, back passes, sliding 
tackles, and some very impressive 
overhead kicks. 

This means that there is a great 
deal of ball control which make 
Empire Soccer a fun, playable and 


One of Belgium's more stupid players attempts a 
diving header. Alas without success. 


The coin toss will decide who is to kick off 
and which direction they will play. 


P ossibly the lamest football 
cliche in the world ever is 
the mind numbing 
Greavesie catchphrase, 
"It's a funny old game!". 

That may very well be true (who 
cares?), but one thing is for certain. 
Empire's latest jaunt into the won¬ 
derful world of the SNES footy sim 
looks to have actually resulted in 
quite a funny new game (that's 
funny ha ha, not funny peculiar!). 

Graftgold, the producers of top 
titles such as Uridium, Fire & Ice 
and Rainbow Island look to have 
really come up trumps for Empire 
this time. 

It's a football game that looks 
good enough to possibly knock the 
likes of Sensi and Striker off their 
perches. That really would be some 
kind of feat wouldn't it? 

Whack the cart in your SNES and 
you're greeted by a get down and 
groove thumping little tune. There 
are also loads of 16-bit i ' u. 
sound samples which 
are designed to give 
Empire Soccer 94 the 
sonic edge over the 
other top footy games 
around, and it sounds 
like they have got it 
just about right. 

Graphically this game 


Kick off for the Brazilians. The opposition’s 
attempt to mirror the moves impresses no-one. 


Rowdy Butch fans look like they're about to 
kick off following a wicked goal. 


The Ivory Coast team will regret that violent 
tackle on the Brazilian forward. 


Penalty shoot outs are very tricky to time 
correctly. Oh well, nevermind! 


Another soccer simulation arriving 
in the office wouldn’t normally 
warrant more than a quiet sigh. 
Until, that is, Empire Soccer 94 
arrived on the door mat! 





At half time and at the end of each match, the 
piayers are given a statistical run down of how 
they faired in the match. 



This is where you gasp in amazement 'cos 
although you had more possesion, more shots, 
and less bookings - you still lost 3-0! 



Adjust your teams, formation so that as many 
of the oppositions team are covered as 
possible. Go on it's fun! 



D 


JS g 

km- 

-M 


The huge obscuring object on this screen is in 
fact the football stadium! Anyway there is a 
throw in somewhere down there. I think! 
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A little >■ 

scuffle has resulted in the untimely 
end of this Korean's game. 


selected players to perform. 
These moves can be per- 
formed by players when 
the numbers above their 
heads are flashing and 
include banana shots 
(which should be more 
accurately described as right 
angle shots), super dribbles, and 
power drives. These should leave 
the other teams defence in disarray 
Short graphic sequences appear 
in small boxes if any goals are actu¬ 
ally scored or any injuries and free- 
kicks occur throughout the match. 

Referees for example, will come 
on and shake their heads in disbe- 
lief at those late tackles, 
oppositions goalies 

. appear crying and play- 

V ers pull their hair out if 
you have just scored a 
cracking goal, putting 
you into the lead. Empire 
Soccer isn't just a very 
playable and fun game 
v though, it still has all the 
league and knockout 
options that you could 
ever wish for, but this 
Ijb* /g game looks like it should 


thoroughly entertaining 
game to play. / ^ j 

There is also aftertouch / | 

on the ball, which means / 
plenty of curved balls, I Bp 
and stone me if they \ 
haven't also gone andV 
made it possible to cus- 
tomise the controls and make 
them even more suited to the indi¬ 
viduals personal preferences. 

At the options screen each player 
can choose the formation of their 
team, change the length of the 
match and, perhaps a little more 
interestingly, can pick which crazy 
special move they would like their 


his team’s equalizer. 




be taken at face value, a « 
laugh-a-minute footy ^ 
romp with top graphics, 
exciting sounds and an ^ 
abundance of gameplay. 1 

Long lasting appeal is 
always a serious prob- 
lem with any game and 
Empire Soccer 94 is no exception. 

Whether it will actually stand the 
test of time and be ranked as high¬ 
ly as Striker and Sensi remains to 
be seen. First impressions of this 
game though are remarkably good. 

If computer games are supposed 
to be entertainment/escape from 
drudgery type thing, and are not to 
be taken too seriously, then I am in 
no doubt this will turn out to be a 
very big seller for Empire. 


owerhead kick by a member of 
^ the German team. 


I FIRST LOOK 


Above: More 
acrobatic 
moments, this 
time it’s the 
press up. That’s 
the press up! 


The ref looks to be in a 
little bit of pain at the 
moment. He’s just 
received a proper . 

kicking from the I 

German team! | 


Stare aimlessly at thS^^ 
hoardings, and you will 
undoubtedly lose the 
match . . , 


All the action in Empire Soccer 94 is interspersed with 
short amusing graphic sequences that show how the 
team's manager, the fans, the referee or the players 
are reacting to what is happening on the pitch at any 
particular time. They occur following goals, free 
kicks, injuries, sending offs and the like. Cool eh? 


UORI.Q dUF* 


Take your pick, now this really is fun! 


An exciting new footy 
sim that iooks to have 
good enough graphics, 
sound and gamepiay to 
make it a fave amongst 
many of the lighter 
hearted SNES owners. 

Okay, maybe those 
zeros from Spodsville 
will moan about a lack 
of realism and in-depth 
management options, 
but who cares about 
them anyway? 

This is good clean 
fun and in my book that 
rates very highly 
indeed, it is definitely 
in your interest to 
check out the full 
scorchin’ review of 
Empire Soccer 94 in 
Super Action soon - 
don’t miss it. NEIL 


LI 

The Brazilian goal scorerer 

demonstrates his roily polly ^ " 

1 


technique. Blimey. 
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Boom boom wayhey! Brace yourselves for this stormin' crazy compo kindly 

' I dc 


donated by those freaky tie wearing Manchester mad men down at Ocean 
Software. Check this out. The winner of this compo will not only receive a brand 
new boxed up version of Ocean's forthcoming release Rock n Roll Racing, but 
they will be given the current top ten best selling CD albums too. 




25 MARCH 


draw your picture here 


Send your entries to: 

My answers are: « >. 

1, OCEAN COMPO 

NAME . EUROPA HOUSE 

ADDRESS ADUNGTON PARK 

. MACCLESFIELD 

. SK10 4NP 

POST CODE . . □ / DO NOT WISH TO RECEIVE 

-|-pI PROMOTIONAL MA TERIAL FROM 

■ . OTHER COMPANIES 

All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into.. 
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So, what do you think? It's a beauty of o compo innit? You're probably wonder¬ 
ing what you have to do to win this fabulous prize are'nt you? Well, you do have 
to correctly answer the questions below, but on top of that, you must artistically 
design a pair of braces for Stevie Hey at Ocean. 

The winning design will not be made up into an actual pair of braces, but 
you'll get all the prizes and we have a good laugh. The braces must be drawn in 
full colour in the space provided, and remember, Stevie boy works at Ocean 
Software, he likes wild colours and has a sophisticated flair about him, so try to 
incorporate this into your design. Good luck and get scribblin'! 


Q1. Rock n Roll Racing is a top driving game featuring lots 
of classic rock anthems. Which of the following is not con¬ 
sidered a 'rock anthem'? 


a) Smoke on the water 

b) The eye of the tiger 

c) Could it be magic? 


Q2. Which one of the following, is not generally consid¬ 


ered to be a music genre? 


a) Pop 

b) Rock 

c) Boom Boom Way Hey 


Q3. Name Stevie Hey's favourite pop group. 


a) Toto 

b) K7 and The Swing Kids 

c) Rob 'n' Razz (featuring Leila K) 



\A/in \A/in ?**"■: 
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Unit 12A, Millmead Business Centre, 
Millmead Road, London, N17 9QU 
Tel. (081) 365 1102 
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GflME lAr MAGE 


Attention Gamers; 


Do you have problems solving your neve games? 

Ever think of playing your old games in Super Mode? 

Always running out of money when playing Final Fortasy IV? 
Does it take too long to get to the next level? 

Let the game play for you by using something new, 
something special. 


GONE NdGE FONaiONS: 


1. The GAME MAGE will find all the secret codes for you. 

2. Includes a built in secret code library of 300 different game codes. 
It will search the right code for the game you are playing. 

3. When the code is entered the function of the code will 
appear on the screen. 

4. Allows you to enter eight different codes for the same 
game at the same time. 

5. Allows you to construct your ow n codes, so that you 

can change the level of the game or the energy of your game. 

6. Additional ram card will be available and will allow 
you to add hundreds more new game codes. 

7. With the new ram card, any new game codes can he stored 
into the codes library. 

8. Built in converter, which will allow you to play the 
latest NTSC only games. 

9. Allow's you to play American or Japanese games 
on the European Super NES. 


Brings you to an all new games world. 

Jump higher, change the level, increase your strength, magic meter, weapons, energy 











If you zuant to advertise in 
this magazine.... 
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contact 






Jonathon or Leila on: 
(0625)850 874 
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Cat on a not pink 
roof. Yes, it's a 
¥ary poor pan, 
Itot this cart's 
fail of them. 
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Botching boars ana 
craiy creakf Boor 
boants atiof. 


4 ^. 
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A cat of many talents if ever I saw one. Charlie 
Chaplin impressions at the drop of a hat. 


Pinkie’s hot on the trail of Pink Beard the 
dreaded pirate. Try looking on the boat mate 


SR 




The graphics reflect some very strong 
influences from the original cartoon strips. 


Notice how everyone in this rinky dink cart 
looks indentical to Inspector Clouseau? 


No matter which way you look at 
it, he’s still rinky dink and he’s 
still the one and only truly original 
panther pink from head to toe. 
Thing is, what’s his game like? 






Y ou may be aware that our 
loveable pink chum has 
has been around for some 
time now. From his hum¬ 
ble beginnings on a dog eared 
sketch pad in Friz Freleng's apart¬ 
ment, he went onto the world of 
movies where he starred in the title 
sequence of a top Hollywood flick 
under the mad 
monicker of The 
Pink Panther. 

The name stuck 
and later in life he 
was given his 
very own cartoon 
show on the top 
American TV net¬ 
work NBC. 

From there he 
returned 


around cool as a cucumber for the 
duration of the opening titles. Now 
the debonair feline is all set up to 
make his comeback. 

His sensational video game debut 
is an 8Mbit production by Tec 
Magik, and will shortly be released 
on your favourite console. 

As you would expect. Pink Goes 
To Hollywood 
is a platform 
cart. Okay I 
didn't think it 
would be a 
beat 'em up, 
but it would 
have been 
pretty smart 
if it was a top 
notch driving 
simulator, 
using that big 
extended 
pink sports 


car that the little blonde brat off 
the TV show always dived into at 
the end of the programme. 

The plot of this rinky dink plat¬ 
former is as follows. The Pink 
Panther has arrived at a Hollywood 
movie set to audition for another 
blockbusting film, but unwittingly 
becomes the centre of attention. 

You must guide our feline friend 
through 15 Tinsletown levels of 
crazy movie related fun. You'll meet 
Pinkie's old buddy Inspector 
Clouseau, but we are not too sure if 
Cato, his oriental manservant, ever 
makes an appearance. 

Basically you've got to escape 
from every level and successfully 
elude Inspector Clouseau in all of 
his tricky disguises. Make your way 
through Honey I Shrunk The Pink, 
Pinkinhood and Jungle Pink to 
finally reach the last scene, Polter 
Pink. Here you will be pestered by 


























































































OFFICER OF THE LURE 

We had it last Christmas, the one before that and the one before that. No I’m - 
not talking about turkey leftovers, I'm on about the amazing Pink Panther 
movies starring Peter Sellers as the bumbling Inspector Clouseau. Excellent! v 


Here’s a small selection of the various levels in this cart. Every 
movie in the world seems to get some kind of comical reference. 


Very funny, very slick 
and an excellent car¬ 
toon conversion. Tec 
Magik have certainly 
' transformed the casual 
. stroll of the rinky dink 
panther onto the SNES 


HONEY I SHRUNK THE PINK: Our rinky JUNGLE PINK;ln the jungle you must 
dink panther finds himself surrounded watch your step and watch what you 
by gigantic everyday items. Go for a do. Just about every jungle mishap is 


Cat be rumble, cat 
be quick. Cat jump 
over the large 
stoney gargoyle 
type thing. 


walking trees cause you 
problems of the highest 
order. Jump on their heads 
and skank on by. 






Hunchbacks from hell lean to one side, drag 
one of their feet behind them and chase you. 


The Pink Panther hops aboard a passing flying 
carpet for a quick getaway from Clouseau. 


Below: Believe it or not, this tricky 
level is set inside a big plump 
roasted turkey. Honestly! 


scary ghosts and moving furniture, 
all to the boomin' original Henry 
Mancini soundtrack. 

We had a play on the finished 
Mega Drive version and we were 
stunned. Not since Aladdin graced 
our door have we laid eyes on a 
slicker moving platform romp. 

Saying that though, we still 
haven't had a good long bash on 
the final SNES cart, so you'll have 
to wait for a few months before we 
give your our special judgement. 

In the meantime all you panther 
fans will just have to bite your nails 
and wait for its release. 


skinny dip in the lemonade, I dare you. in here, just waiting to happen.. 


1 

1 



■u 




PINKINHOOD: Make your way to the far 

PINK RANGER: Yahoo! Yippie! it’s wild 


right avoiding shrubbery and armed 

west time! Dancing chairs, kicking 


guards as you go. Clouseau’s army is 

cowboy boots and flying cows are 


out to get you and so are the squirrels. 

what you’ve got to look out for kiddo. ^ 


perfectly, and I can see 
Panther mania swamp¬ 
ing us all in a couple of 
months when the cart 
gets an official release. 

Up to now, every¬ 
thing seems to be in 
the Pink Panther’s 
favour, it’s just a mat¬ 
ter of time before we 
see if he can perform 
as well on the small 
screen as he can on the 
silver one. JAY 


SUPER ACTION B3 



















































































RONNIE CLAY 


Blob 

Likes: Clay 
Hates: Hair 
Wants: Clay 
Job: Claymaker 
Motto: Bounce! 


Bine Suede 
Gee 

Likes: Music 
Hates: Helga 
Wants: Guitar 
Job: Musician 
Motto: Oh baby! 


Helga 

Likes: Food 
Hates: Salad 
Wants: Cookies 
Job: Singer 
Motto: Eat!!! 


Benker 

Likes: Pies 
Hates: Crying 
Wants: Buzzers 
Job: Clowning 
Motto: Play 


IckybodClay 

Likes: Night 
Hates: Day 
Wants: Night 
Job: Fright 
Motto: Run!!! 


Likes: Candy 
Hates: Dentists 
Wants: Candy 
Job: Candyman 
Motto: Stretch 


Likes: Colour 
Hates: Wimps 
Wants: Fights 
Job: Flexing 
Motto: Destroy 


Bed Mr Frosty 

Likes: Snow 
Hates: Fire 
Wants: Winter 
Job: Snowplough 
Motto: Chill out! 


Now to be distributed in Britain by 
Ocean Software, interpiay’s 
Ciayfighter is not yet avaiiabie 
officiaiiy. Super Action, however, 
has a preview of the versus beat 
’em up with a novei twist. 



wniHelga’s 
weight 
advantage prove 
to be the 
decisive factor in 
this bout? 

IckybodCiay 
thinks otherwise. 


N ovel twist eh? Surely the 
versus beat 'em up genre 
is well on its way to 
becoming as staid as 
that Grandad of genres, the plat¬ 
form game? Not now Ciayfighter is 
on its way. 

Already a success in the states, 
Ciayfighter looks to have all the 
qualities of a great beat 'em up as 
well as one more added element - 
a sense of humour. 

There could be light at the end of 
the dark production line of blood 
'n' guts fests such as Streetfighter 
II and Mortal Kombat that we've 
constantly been exposed to for the 
past couple of years. 

If so, Ciayfighter could well be 
holding the torch. Not only that, it 
may mark the beginning of a new 
era - that of fun beat 'em ups. 

Drawing inspiration from the 
camp '60s Batman television series, 
Tony Hart's Morph and, of course, 
Streetfighter II, Ciayfighter is well 
presented, good to play and hilari¬ 
ous to boot. Without being over 
subjective, I can see this selling by 
the truck load. 

Tiny smacks 
snowman Bad 
Mr Frosty in the 
carrot nose to 
send him reeling 
to a watery 
grave. 


There are no morbid storylines to 
Ciayfighter. Nor is there any blood. 
Instead we have a cast of charac¬ 
ters way off the sublime to ridicu¬ 
lous scale. Where in Mortal Kombat 
a losing character gets torched to a 
cinder or impaled on deadly spikes, 
in Ciayfighter the vanquished mere¬ 
ly disappears or lies down. 

The winners, instead of being 
aloof and blessed with a superiority 
complex, either split their sides 
laughing or go into a bizarre circus 
act of a celebration. And this is the 
reason why Ciayfighter may just 
find itself up there with the best of 
the rest of the beat 'em ups. 

To go into detail, the eight fight¬ 
ing sprites are massive - as a yard¬ 
stick, they're double the size of the 


Bad Mr Frosty can’t lose this 
bout. My money’s on blue hat. 

Tiny and his evil alter ego are 
battling it out here. 


_ 













































The Blob prepares to block a spinning 
cartwheel special move from Bonker. 








The Blob is one of the most creative 
characters in Clayfighter ~ he’s now a box. 


Bonker scores a Bullseye (or should that be a 
Blob’s eye?) with a custard pie. 


the double knack out is always 



Tiny’s bear hug will take loads of 
energy off you. Check the ‘slurp’! 








crowd. 


Street Fighter 2 cast. Each fighter 
(see panel for more) is animated as 
beautifully as Tony Hart's Morph 
ever was and the backgrounds are 
better than any drawing in Tony's 
Take Hart gallery. 

The game controls are very simi¬ 
lar to that of SFII. All six buttons 
are used for kicks, punches and 
throws. The left and right buttons 
perform brutal kicks, X and A do 
medium punches and kicks respec¬ 
tively and Y and B trigger quick 
punches and kicks. Combinations 
of the aforementioned pull of spe¬ 
cial moves, throws and bear hugs. 

Although in terms of hype, 
Clayfighter would be trampled 
upon by the likes of Turbo and 
Kombat, in terms of gameplay and 


Helga’s attacks are never subtle. Here she’s 
seen performing a flying belly flop. 

sales, a few surprises could be in 
store. Finally, a brief mention must 
go to Blue Suede Goo, a character 
with more stage presence than any 
Elvis personator I've ever seen. 

With the hair blade (a quick flick 
of the quiff) and the humming 
attack (the flinging of musical 
notes) as special moves, this 
bespectacled beer bellied brawler 
should acquire cult status if there's 
any justice in the world. 


(Above) Helga takes a 
tumble courtesy of Taffy. 
(Right) The Blob flies into 
Ickybod Clay. 


Taffy shows his 
metamorphic versatility 
against Bonker the clown. 




FIRST LOOK 


Taffy twists his 
way towards 
Bonker - one of 
the many well 


moves available. 


i 1 r:E .• 
ITAL : 
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There are few games 
that come into the 
office these days that 
more than one person 
wants to review. 
Happily, Clayfighter 
isn’t one of them. 

A beat ’em up with 
all the good qualities of 
its rivals with a bit 
more up its sleeve. 
Clayfighter should put a 
bit of the fun back into 
the SNES when eventu¬ 
ally released. 

With sprites injected 
with more madness 
than a lunatic asylum, 
and gameplay and a 
soundtrack to match, 
Clayfighter promises a 
lot. Only time will tell 
whether it will deliver. 

Any game that swaps 
blood, guts and macho 
overtones for biffs, 
pows and belly laughs 
can’t be all that bad. 

ALEX 


SUPPR anrmN 










































































irtesy of thjstaff at the 
heck out thflowclowns 
stin and IVI«, below. Call 
thing wroi^vlth your 
dn’t be aMr reading this! 


r The Americans and another cou¬ 
ple of countries already had hot¬ 
lines, so Britain followed suit and 
on the 1st January 1991 Bandai 
opened the UK Nintendo Hotline. 
As the NES grew, so did Bandai. 

By Christmas 1991, Bandai 
extended their offices from 
Fareham to Southampton. It wasn't 
until early 1993, however, that 
Nintendo decided to take over dis¬ 
tribution of their product. 

Initially, there were only five 
Hotliners. By 1992 there were 
seven and today there are 10. Every 
day, each Hotliner takes around 250 
calls. The bulk of these concern the 
large adventure games such as 
Zelda, Lagoon and Shadowrun. 

The Hotline strives to give help 
on most Nintendo games and 
selected third party releases. The 
Hotline has continued to grow into 
one of the most valuable depart¬ 
ments in Nintendo. 


In 1985, Mattel started distributing 
the NES, but it didn't take off. It 
wasn't until 1989 when Bandai took 
over the distribution that the NES 
started to sell. 
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stone wall. Finally, push it to the 
left until It hits the stone block, 
poking it out of the floor. 

Then exit the Tower, passing the 
Wintery Temple etc, and come in 
through the East entrance. Go 
through the door with the river 
coin in it. Go up to the second floor 
and now jump over onto the stat¬ 
ue. Then round to the left and 
through the exit. 


SHADOWRUN 

Q. How do I get to the Jester Spirit 
after beating the Vampire? 


MYSTIC QUEST 

Q. Tm trying to get to Fireburg, but 
when I get to the second floor of 
the Focus Tower, there is no way I 
can get to the exit. 


A. Well, most people don't kill the 
Vampire. They just stake him until 
he says "I've told you all I know". 
Then they think I'vbe got the Jester 
Spirit's real name 'Nirwana' wrong! 

You need to carry on staking him 
until he reveals the name 
'Laughlyn', then go to the 
Wasteland Club and at the bottom 
of the stairs, a man is lurking, ask 
him about ice and he will ask you 
where you want It delivered. 

Tell him at the docks, then you 
can go on the boat in the docks 
which takes you to Bremerton 
(ship), the Jester's hideout. 


WeicomeifiiJIfMI 
hints, ti^s ail^ 
and diflct fr&n t 
NlntendMai^M. 


^^want 
em a bell 


A. After you have found the Venus 
Sheild, you must move the strange 
statue you see there. First push it 
towards the left until it hits the 
wail. Then get behind it and push it 
ail the way down to the lower 


0 AUDDIN CARTS! 


Nintendo are so kind to us all these 
[days. To prove this, they’re giving 
away two Aladdin carts to two very 
lucky people. 

If you want to be one of those 
lucky people, send in a funny picture 
of yourself or one of your friends or 
relatives with a description of what is 
going on in the snap. 

Write to; Aladdin Compo, Super 
Action, Europe House, Adlington Park, 
Macclesfield SKID 4NP. 

Entries should arrive no later than 
1st April. The most hilarious piccy will 
win. And we won’t send ’em back! 




LAGOON 

Q. Where is the Moonstone? 








■jjP S 


1 



i 1 H M 


1 



1 m V ^ M 








1 










A. Go to the Dwarf Cave, once 
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there, make your way up to the 
cave until you find the Silence 
Cave. At the very top of the Silence 
CAve is a bit of blue sticking out of 
the wall, press the Y button by It 
and you'll recieve the Moonstone. 


COOL SPOT 

Q. Is there a cheat for this totally 
cool platform poser? 


THEY PHOORAKMED JOBE WITH 
THEIR OWN V .R . TREATMENT 
AND CREATED A MONSTER 


SELECT, Y, A, B, Y, A and B. 
Unpause the game and then pause 
the game. Then type In either one 
of these codes: 

A) A, L, L - Level select. g 

B) R, A, SELECT, Y - Infinite lives 

C) (In the VR sections) A - To com¬ 
plete VR bit. ^ 

Then unpause the game and which 
ever code you typed in earlier, will 
then work perfectly. S 


A. When the rotating Virgin logo is 
rotating, hold down the L and R 
buttons and press SELECT 30 
times. This will award you with a 
cheat screen. 


mm 


SIM CITY - LOADSAMONEY! 

Build your town up a little, spend 
all your money. When the Tax 
screen pops up at the end of 
December, you must have a nega¬ 
tive cash flow. (Your Tax percent¬ 
ages will be below 100%). 

Hold the L button down, then 
leave the Tax screen. Immediatly 
return to the Tax screen and raise 
all your fundings back to 100%, 
keeping the L button pressed, then 
leave the Tax screen. Let go of the L 
button and you will have £999,999. 


letter F. When the top row is all F, 
your player will be in top form. 


LOST VIKINGS 
CAVERNS: Level 5: LLMO 
EGYPT: Level 12: QCKS 
MACHINE: Level 18: JLLY 
WACKY: Level 26: NFL8 
SPACESHIP: Level 34: TFFF 


SUPER GHOULS AND GHOSTS 
Go to the option screen, highlight 
EXIT, then hold L and START 
together on controller 2. Then hold 
STARTon controller one. This will 
bring up a level select screen. 


SUPER TENNIS 

Start the game - pause the game 
by pressing SELECT. Then, on con¬ 
troller 2, type In R, R, LEFT, DOWN, 
B, A, L, L. You will then hear the 
crowd start to applaud. 

Press A or B on controller one 
and several lines of numbers and 
letters appear on the screen. Single 
out each digit and increase it to the 


THE LAWNMOWERMAN 

Pause the game and type in B, R, A, 





















WIN £ 


You may have seen it on the telly the other week, but have you seen the production report? 


MORE MANGA VIDEOS 




Left: An average modern day Japanese school kid. Add one 
freaky twist of nature and some supernatural goings on and 
hey presto, you get the above picture. Spooky! 


Q3. Which of the following people i$ famous 
because of their humorous laugh? 

a) Karen Levy 

b) Jet from the Gladiators 

c) Sid James 


C an you believe it? Last month we gave you the chance of winning 
some top notch Manga videos, and this month we're giving you 
another bite at the Japanese cherry. Rumik World: Laughing 
Target and the amazing Akira Production Report are this month's videos 
up for grabs, so don't be left out - grab yourself a pen and fill in the 
empty coupon 
and send it to us. 


Q1. Akira was recently screened on which famous 
television network? 

a) BBC 

b) NTV 

c) KYTV 

Q2. Which of the following can cause wool entan¬ 
glement leading to misshapen cardy? 

a) Dave Hill's disastrous 'skew whiff' fringe 

b) A sheep vibrating unit 

c) An Akira production report 


My answers are: 

1 ). 

2 ). 

3). 

NAME. 

ADDRESS. 


70 SUPER ACTION 


MANGA VIDEO COMPO 2 


EUROPA HOUSE 
ADUNGTON PARK 
MACCLESFIELD 


POST CODE 
TEL. 


SK10 4NP 


AGE 


□ / DO NOT WISH TO RECEIVE 
PROMOTIONAL MATERIAL FROM 
OTHER COMPANIES 


All employees of Europress and their families are banned from entering. The Editor's decision is 
final and no correspondence will be entered into. 
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Your destiny lies within the pages of this magazine of the 
FUTURE. We’re not playing games here. This is serious life 

AND DEATH STUFF, THE STUFF DREAMS ARE MADE OF... 



But if you’re just a good time gamesplayer looking for 

THAT COSMIC EXPERIENCE, THIS IS THE PLACE FOR YOU. IF IT’S 
HAPPENING IN PC GAMES, IT’S HAPPENING IN PC ACTION. 



On sale January 27th. Get it. 
Call Fiona on 0625 878888 


































THE RECORD 



N o one could ever accuse me of slacking. This month’s feature packed 
OTE has something for everybody. Bungee jumping for the crazy, 
getting into the music industry for the ambitious and a mind gym for the stressed out. 

Plus loads of crazy stuff which only the likes of OTE would dare print! D’zine wize, that’s on the up as well what with “Q’ 
doing some serious overtime to make these pages look good enough to eat, respekt is definitely due. Yo man, get reading 


Gain a foothold in the music industry with pop guru "Mark Hewitt" who has spun discs in 
some of the leading clubs up and down the country. He’s no stranger to this way of life. This 
massive feature will be broken down Into three individual parts: 


pa TME CLUB: | I 

I spent an evening In Manchester’s • Royale" nightclub. I’ll be taking you through the course 
of the night telling you about the highs, and of course, the lows. 


■I THE JOB: 

Working all night, sleeping all day. Could you handle it? Have you got the skills to keep the 
crowd moving? Plus some first rate mixing & DJ’ing tips for ail you bedroom jocks. 


■a THE GROUP: 

Life after Bass Rate. Marky knows the musical climate is due for a change of style. His latest 
project "Global cut" is his second attempt at breaking into the music market. 


BURTOM 





















the club - 


OUEEInI of ME^fiUFtTS. Eleven 
and time was ticking on« The place was 
More fist punching (respekt) than a Rocky film 
went down in the next hour or so as more of my 
posse turned up, by now there must have been 
about 15 or so of us hanging around. The 
women to men ratio ‘praps 2:1. Two girls for 
every boy or so the Beach Boys would have you 
believe. I got rapping to a couple of tasty ladies 
- Jenny and Sarah, who worked in a reputable 
beauty salon or so they said. One of my friends 
wanted to get talking to *em, but he didn't have 
the bottle to do anything about it, opportunity 
missed. But with so many different people, who 
knows what top laughs the evening holds? 

Musicwise, it depends what you're in to. 
Don't expect any hardcore rap/rave, the majority 
of stuff is chart but now and again you'll get to 
hear some cool underground stuff. The sets 
vaiY/ you'll hear five or six well mixed soul tunes 
followed by a few techno tunes, only to be 
chased by a mad half hour for all the "C'mon 
Eileen" fans and there’s no shortage of 
Weheeeeeeeeey as Lulu's "Shout" refuses to die 
with any honour. 

Something for everyone, but when the music 
I hate starts blaring, it's time to do a few 'laps’ 
walking round checkin' everything out. 
Dancewise, there’s plenty of space to strut yo' 
stuff. The main dancefloor is absolutely massive, 
but there are a couple of smaller floors. 
Everywhere you look you'll see a budding John 
Travolta along with some real sad lads taking 
their dancing far too seriously whilst making 
sure their bleached blonde hair isn’t out of 
place every 10 seconds. 

With 2,000 or so people beered up, it's 
inevitable from time to time that there's gonna 
be some trouble. But from what I could gather 
this evening was completely without trouble. 
This isn't down to any strong arm security 
tactics, as the doormen don't wear black gorilla 
suits. Classy shirts and sharp grey jackets are 
the order of the day. They've certainly managed 
to get the medium when overseeing the club, 
relying on a low key approach to quash any 
trouble before it starts, instead of scaring 
everybody into behaving themselves. Don’t get 
me wrong if it did go down they'd sort it out, 
but it rarely comes to that. 


OF CLUBS. After the slowy's 
(Hehe) at about 2:15am we made good our 
escape to McDonalds. The weekend was over as 
far as clubbing went, but what a way to end it. 
So, if you're ever in Manchester and fancy a safe 
night why not give it a look in, a fun night 
guaranteed. You don’t have to be a member to 
get in, but It'll cost you £6 otherwise. Once 
inside you can join free of charge, simply fill in a 
form at the membership desk and you'll be 
given a well smart credit card type card which 
entitles you to cut price entrance and better 
still free drinks. Sometimes! 

Yea, go on spoil yourself and get down to 
the funky sound, who knows you may even 
catch me chillin’, if so, why not buy me a drink? 
Just a coke mind, it's my turn to drive! (Snigger). 


Over the next couple of pages I'll be taking you through pretty much every aspect of club 
life. Jc0n me on one hell of a Saturday night at the Discotheque Royale one of three major 
Mancl^ster clubs vying for the "No jeans tonight fellas" trade. Time ticking on and my 
crew v^re gonna be picking me up within the next 10 mins. Slap a bit more gel on and I'm 
[ away. {Beep beep*. Grabbing my jacket I made for the door, checking of course I had 

[ pickeq up my keys. I had. There's nothing worse than being locked out in the early hours. 


FUJI RD 6 

I I I I I I 


W W The first time I ever 
went te a cluh« being 
'^ghty under age and naive 
I attempted to divert 
^attention from my baby ^ 
face and bum fluff 
moustache. I asked a 
human wall of doormen tiiis 
corker. **What time do you 
close tonight fellas?** 
Needless to say attention 
was anything but diverted 
as I found myself escorted 
off the premises.. A A 


Billion 


XME JOKEB. With the stereo booming 
and the injection err, injecting we made for the 
club. Parking up in Manchester is never easy, 
but my good friend Craig decided to run the 
risk of double yellow parking (tut tut!). We 
arrived at the club where I was greeted by two 
doormen ‘Big’ Dave and 'Smilin’ Simon. Since I'm 
a regular they start the usual banter and highly 
original gag of impersonating my accent, rolling 
off a quote or two from one of my TV 
appearances, as well as the hilarious doorman 
classic of "Have you any proof of your age?"* 


Joking aside they let me pass, and I showed 
the lady on the pay desk my membership card, 
cutting my entrance cost by half. Passing the 
cloakroom, I headed for my usual hang out, on 
the bottom level of the three floors. The tunes 
were pumping with Mark "anything you wanna’ 
hear between now and two o'clock just let me 
know" Hewitt dropping the music. It’s worth 
getting in early just to have a giggle at 'that' 
bloke who's had far too much to drink 
spannering around on his own, slap bang in the 
middle of the dance floor. 


DISCOTHEOUE ROy>\.LE, PETER ST. TWO MIMS WALK FROM G-MEX. CALL 061-839-1 119 FOR DA’ GEM’ 




in on the Dee Jay scene man!* 



Mark Hewitt, is noted throughout club circles 
for being able to move any crowd. Undoubtedly 
he*s one of the North’s elite jocks. He started 
his career 10 years ago, going mobile around 
Birmingham and surrounding areas. “I recall 
buying a box of records from a jumble sale and 
decided I wanted to work as a DJ. Borrowing my 
parent’s car I managed to gain quite a 
reputation around Brum, then after a couple of 
years I was offered a job working in a club In 
Spain” he said. “Sun, sand and other things that 
begin with ‘S’ tempted me away from my 
hometown. I was working 12 hour long days, 
from 6pm all the way through. Although the 
hours were long the perks were amazing, free 
beer and food but the money was terrible.” 

a As he continues to explain 
”1 remember one particular 
evening when the dance floor 
was crammed. I’d just done a 
superb mix, well pleased with 
myself because the crowd 
were buzzing. Turning around 


- Sasha, Carl Cox the list goes on. Going up 
against those guys will be futile, so practise 
your microphone voice, to yourself if need be. 
Don’t pigeon hole yourself into a particular 
type of DJ. Learn to mix different jflllllHimil 
types of music, soul, rap, pop 
whatever, buy a couple of tunes 
and experiment. J’ing can be a 
highly paid job, but experience 
is the key during the early days. 

Money won’t be that clever 

either. Unfortunately, most clubs 

won’t even look at you until 

you’ve got experience. Catch 22 

situation really. However mobile 

is probably your best chance at p8A|^W|^ 

entering Into the scene, don’t 

forget that.” afl 


to get another 12 inch, I 
caught the player arm with 
my shirt cuff, this caused me 
to pull the deck off the 
surface and send it crashing 
towards the floor, ruining 
the deck and of course the 
Eight hundred 


evening 
sweaty unhappy dancers 
making their way out of a 
club doesn’t do anything for 
your career. Whoops, just ® _ 

one of many "occupational hazards” you’ll 
encounter if you ever get in to this line of work. 

Here are a few tips I can offer you; practise 
your mixing, clean it up, match those beats and 
don't forget about your club patter, there are 
too many big mix DJ’s out there at the moment 
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During *93, Manchester clubland was gripped by a quality dance tune - 
Rhythm Nation from Bassrate. After this Jonathon Colling, the main 
driving force behind the group, decided it was time to move on. Talking 
over a few beers In the Royale Mark and Jon both expressed an interest in 
creating music. Having a good ear for tunes, A(4ark realised Jonathon was 
hot property, and talks were made to form a production team to cover all 
aspects of dance music. "Global Cut” is the result of the partnership and 
their first record under the label Octagon Music Productions is "Elation”. 
It features Manchester vocalist "Yenna” and rapper "Spider D”. A 
techno/dance anthem that’s rocking dancefloors wherever it’s played, 
even though it’s still at demo stage. OMP are currently looking into doing 
remixes and original CD-ROM music for games and are just waiting for the 
phone to ring. Anyone interested? With Elation hitting the shops within 
the next couple of months, the pair are looking forward to their first Top 
of the Pops appearance. Move over D-Ream, you’re about to get cut, 
globally, by what is arguably the hottest dance act in Manchester. 



OCTAGOM MUSIC PRODUCTIOMS >\RE FOR YA' CALL 061 -980-6237 (JOMATHOM COLLIMG) 
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original. Listen to a couple of the 
tracks, particular/ the LS.I edit, it’s 
cool. Out right about now, check it. 


The Shamen* Those phorever 
people, have just released ‘A Different 
Drum’, a complete remix of the 
massive Boss Drum album. It’s been 
created to convert the non-believers 
like myself into Shamen fans. Does it 
succeed? Well it’s not that bad and 


it’s a damn sight less pop than the 




-I OTE covers the 1 o 


Space food. 

As used by NASA, this 
is the same stuff that 
went up to the moon! Even astronauts enjoy pud 
so it comes as no surprise that three flavours of 
freeze dried ice cream are available. It’ll stay 
fresh for about two years and Pot Noodle fans all 
over the universe will rate ’em as you can eat it 
straight out of the bag. £8.95 for three packets. 


Celebrity Spoofs. Coming soon from the US are these 
7 inch dolls which take the mickey out of celebrities from all 
walks of life. Nobody is safe, if you’re famous you’re gonna be 
spoofed. That’s the message coming from creator Dennis Glasberg who lives in the Dix Hills area of NY. All in all 
there are 19 individual familiars including Michael (nuff said) Jackson, Madonna and even big Arnie. Retailing at 
$15.00 a piece you’ll find them a little out of pocket-money range. I’m told that each is anatomically correct in 
every detail, I wonder how they researched that? Hmm. I’m sure none of the fella’s would peek up Madonna’s skirt. 


NagiCOPl. instant cool in a 
can! It’s the latest craze US 
style and a proposed Summer 
launch in the UK is set to 
start the trend off on this 
side of the Atlantic. It’s as 
easy as shaking the can and 
pressing a button. Estimated 
UK price point £5.00. As far 
as environmentalists are 
concerned they’ll have no 
problem with it. No CPC’s 
or even HCFC’s for that 
matter! There’s no point 
in cooling yourself if 
you end up warming 
the atmosphere, know 
what I’m sayin’? just 
the ticket for those 
sweaty, bangin’ raves. 



Five Shamen goody bags 
and one of those Mindlab thingies are cluttering the space under 
my desk, so I’ve took it upon myself to give ’em all away. To win 
one of ‘em all you’ve to do is send in a package of any old, but 
unusual rubbish you’ve got hanging around your house. Eg: Old 
Star Wars figures, photo’s of attractive women and other stuff like 
that, crappy pencil sharpeners or grotty old soup tins will not be 
accepted. The more interesting the clobber, the more chance you 
have of winning, crazy huh? I like receiving packages you know, I 
get all excited. Usual address. Get rooting. Respekt. 


yOU'RE IM A POSITION TO SUPPLy 'STUFF' TO OVER THE EDGE* C>\.LL BRA.D OM 062S-8T8888 X 31 4-. 
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for stressed out brains 3*^ 
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VISlPJMLIZIi^ The most sensational of all 
the programs especially when combined with a high pitch 
sound. Prior to use on this option I read a rather short 
story - then I managed to recall scenes from the book and 
visualize them clearly in my imagination! 


how bad caffeine is for my health. This is where ML can 
help by using its electronic stuff to pick you up and give 
you a hi-tec kick! 


LEJIkllll« The Learn facility is a superb antidote 
to pre-exam trauma. Not only does it help you focus your 
thoughts more cfearly but it actually relaxes your brain 
without turning off the par that takes in all the input. With 
the addition of an ‘A’ level Chemistry audio tape rolling on 
the background it’s the perfect learning tool. 


HOW OOES Ihr WORK? 

I’ve read loads of documented material and even had the 
process explained to me. But it’s something to do with EHG 
brainwaves and complicated stuff like that. Somehow through 
a well researched method, the lights and sound do their 
funky stuff. Nothing religious or spiritual about it, as it tan 
ail be explained by physics. But be fair I’ve only got six 
pages. Questions surrounding the mathine’s safety were 
raised by most people who I had shown the Mmdiab to, but 
tests have proved them to be perfectly safe. Yet lifetools 
have a policy of not supplying to epilepsy sufferers. 


kicked in, as did a high pitch whine, then weird spirals 
and shapes seemed to be projected into my mind! 

Seven and a half minutes later the lights faded as did 
the now low pitch noise. I felt relaxed which is a tad 
bizarre because I just didn’t expect it to work. Have you 
ever stared at the flickering flames of an open fire and 
been fixated into a sort of enjoyable trance. That’s really 
the only way of explaining the kind of effects I was feeling 
at the time. More research was needed, so I loaned a unit 
for a month using it for at least 20 minutes each day. 
I recorded my findings and broke them down into the five 
individual “mind” modes. 

When used for just 20 minutes it 
gently slows your brain down in order to induce a state of 
deep sleep. It’s amazing how the process put me to sleep 
with ease even in strange or noisy locations. 

. An electronic form of Horlicks this 

one. After driving home one evening I got cut up by some 
XR3i nutter. This really gets to me. After a day like that I 
need more than a hot mug of some awful malt drink to 
chill out, so I decided to give it a short blast on this 
setting. Ten minutes later... don’t ask me how, the lights 
had managed to soothe my troubled mind. 


Tons of strange things land on the OTE 
sorting desk each and eYery day so by 
now I thought l*d have seen everything 


rFTwniir 


Then a press release from Lifetools arrived about a 
brain exerciser called the Mindlab. Now if you think about 
the whole concept of a gymnasium for your mind then 
\ you’ve no doubt started blowing it already. Lifetools’ main 


Gpraldine 


CONCLUSION* Although initially apprehensive I think the Mindlab really is an aid to the 
modern way of life. I’m not saying it’s everyone’s cup of tea but it’s certainly worth a blast, especially when you 
consider there’s a 15 day money back guarantee. If for any reason you don’t like ’em, just slap them straight in the 
post and you’ll get a full refund. Effects do vary from user to user and rest assured there will be be lots of “ooh, it 
can’t do your eyes any good” from complete outsiders. As far as I’m concerned it didn’t do mine any harm. Solely 
for leisure use or even as a deep relaxation tool, a Mindlab is a superb way of surviving the stress of everyday life. 
An excellent addition to any self respecting techno-hippy’s gizmo collection. 


AVAILABLE FROM CALL LIFETOOLS OM Oi&SeS^SSSSBS THEV’LL FILL IM AMV BLAMKS! 


(ote) 


























Hundreds of 
feet in the air with 
almost one thousand 
people waiting to see me 
throw myself out of the 
relative safety of the 
crane. Crazy! The moment 
of truth had come, no time 
for excuses new. I really 
didn’t have any option. 
I had to go whether I 
wanted to or not. 


ff 


Brad Burton 
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Bungee Club 
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CARD 


NUMBER OF JUMre 
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The uw of this ^'U.•nlbershlp 
Cdid is sobjoa to the rules 
of the club am) must lie 
fWdduccjtl Of^ arrival at the 
lump Site. 


Sigrx^T^ 


Hy nem only started to 90 as the crane 
reached its peaho It was at that pointy I 
vented my fear out loudy and repeated a 
certain expletive three timeso 

Man, up there it was so cold, but that didn’t matter 
when you consider that I’d be jumping off within the next 
30 seconds for a buzz. I couldn’t back out now, geez I’d be 
the laughing stock of the whole office especially after all my 
macho bravado. Churning through my mind during the 
waiting time was; “If the rope snaps. I’m dead”. If you 
hadn’t already realised this was Bungee Jumping. 

Before you make your way up to the sky you’ve got to 
book in. From the warmth of a Bungee Club van you give 
relevant personal details and get a brief talk through the 
jump procedure. It’s then time to read all the warning 
notices and whack your signiture on a disclaimer (I hate 
those). Then it’s onto the scales, assessing your weight and 
in turn the best elastic for the job. I was given a pair of 
colour coded waistcoats, which signified to the jump master 
exactly what rope to use. My hand was then stamped 
“Checked”. Outside I crossed over the crowd control fences 
before being weighed yet again. The two weights tallied and 
so the fantastic elastic rope was gathered together. Then 
some ’club bloke approached me and talked me through 
what he was doing, placing what seemed like shackles 
around my ankles and pulling them tight. It was at this 
point I thought to myself: “Another page of video reviews 
would have been a damn sight easier.” 
Arrrrrrrgggggggghhhh* in the background 
another screaming first timer plunged towards the ground. 
The crane lowered... It was now my time. A young lady was 
gently lowered onto a small airbag relieved to be back on 
terra-firma. Time to go but not before another rope check. 
“Airmail” - that’s what was then stamped on my hand, no 
doubt funny the first time you see it, but this was no time 
for laughs. Hopping towards the steel cage, I said my 
farewells. Inside the box, the door was locked and only then 
did the platform begin to rise. The jump master said; 
“When I open the gate you’ve to position your toes over 
the edge. Then when I say 3...2...I... bungee, you launch 
yourself out head first, ok?”. “Yes” I said but It wasn’t, I 
was scared stupid! This was absolutely potty, jumping out of 
a ridiculously high crane for a laugh. Hilarious! 

3...2...I... bungee. The worst/best bit is when you 


.S» To jump you must become a club member. £14 is the going rate 
for 12 months membership, also insuring you for a year and entitling you to jump for the bargain of £25 a time! 


intially descend. It’s only when the rope takes your weight 
that you actually feel safe. My life flashed before my eyes... 
^^Believe ir. That s where the real hit comes from, the 
danger element, and although I enjoyed the “jump” I was 
glad when my feet touched the ground. Bungee is certainly 
one of those things I’d recommend to do, even if you only 
do it the once, it’s certainly a heart stopping thrill. Why not 
give the Bungee Club’s head office a bell, they’ll be able to 
tell you more about any local events. Tell ‘em I sent you, 
they may give you a discount.... Probably! 


1.AST WORD 


The OTE hotline has been ringing non-stop 
If It keeps up I'm gonna be forced to get 
my own Personal Assistant 
soon. He he, any offers 
ladies? Next month. 

If all goes well I’ll be * . 

in possession of a 
Lucid Dream 
Machine (LDM). This 
natty little device Is 
worn at night and Is 
used to induce dreams 
that are so vivid you’ll 
wonder whether 
you’re asleep at all, 
wild huh? Plus a 
face 2 face 

interview with an ? 

ex-con who has 

been banged up 

for 23 hours a day 

in the notorious 

Strangeways. Also 

I’ll feature the 5 

latest toys from j 

the States you’re 

on-line for a > 

massive read. / 

Anyway you know 
the score, be ^ 

seeing ya next 
month, outy. BRAD. | 

Over The Edge, 

Europress Interactive, 

Europa House, 

Adlington Park, 

Macclesfield, SK10 4NP. 

CALL OTE DIRECT 
0625-859675 X 314 i 




THE UK BUMGEE CLUB. COMTACT HEIDI JOMES OM 061 763>313S FOR FURTHER IMFO. 















































JAPANESE SNES GAMES 


AlADDIN . m99 SUPERPMALL . 

t ARTOFFlGHTim . 164.99 SUPERGODZILLA . 

BAULE TOADS .M99 BATMAH RETURNS . £34.99 

GAMEBARE CARPENTER . £69.99 PRINCE OF PERSIA . £29.99 

HUMAN GRAND PRIX 2 . £69.99 SUPER FI CIRCUS LIMITED EDITION . £49.99 

d: KING OF THE MONSTERS 2 . £69.99 SUPER BOMBERMAN . £49.99 

I RUSHING BEAT SHURA . £69.99 SUPER FORMATION SOCCER . £49.99 

I; SAILOR MOON 'R'. . £74.99 BATTLE SOCCER . £49.99 

■i T0PRACER2 . £64.99 J0EANDMAC2 . £44.99 

niN BEE RAINBOW ADVENTURE . £69.99 BACK TO THE FUTURE . £34.99 

I; TETRIS BATTLE GAIDEN. . £64.99 CAMELTRY. . £34.99 


-.1^ 


^ TMNT TOURNAMENT FIGHTERS . £59.99 PRO UNIVERSAL ADAPTOR . £19.99 


*FULL EJECT UNIVERSAL ADAPTOR £13.99 


PLUS MANY MORE GAMES. WRITE, RING OR FAX FOR A FREE 
PRICE LIST. MEGA DRIVE, GAME GEAR AND GAMEBOY GAMES \ 
ALSO AVAILABLE SEND FOR LIST P+P £1.50 PER GAME. 

\ MAKE CHEQUES/PO'S PAYABLE TO: M.J. DREAM CONSOLES. 




ix>ara. 


ifycuwaiibtDcii^^ j| 
upanadcsithe jj 
(±ia]klD09ixi(3antaf* I! 


mia an 0625 850874 


Warning ; It is a criminal offence to make unauthorised copies || 
using the Super Wildcard, of any Copyright games program or l\ 
other Copyright material, and may result in prosecution. J 


TEUFAX: 
0708 478 932 
(MAIL ORDER 
ONLY) 


DREAM 


16 DIBAN AV 
ELM PARK 
HORNCHURCH 
ESSEX, 
RM12 4YE 




St' 


ALL GAMES ^ 
BRAND NEW AT 
BARGAIN PRICES. 


o'' 




:t‘ licst, tin* BHjIil'JS r!! 

:vV fi,,../}!:: E'Pr: 'mky oTf--::^K ■■■ “ 




i De - M'iuinul, » ^ 

. ■ 

WE DO NOT CHARGE EXTRA FOR POSTAGE, WE DO NOT USE A WE DO NOT 

CHARGE MEMBERSHIP FEES, BUT WE DO DELIVEB BY 1ST POST!! 

WE CHARGE ONLY £6 (TOTAL) PER GAME EXCHANGED. WE CABRVfA^AftGE UP TO DATt 
STOCK OF GAMES , TOO MANY TO LIST. OUR MEMBERSHIP NUMBEfi&HAVH RISEN TO WELL 
ABOVE 3000! MAKE YOUR CHOICES OF A SIMILAR MAGAZINE VALUE .APlD RATING AS THE 
ONES YOU SEND. FOR THEIR SAFETY, SEND GAMES IN PADDEET!5^^G|W0 AND BY 
RECORDED DELIVERY. USE A COPY OF THE FORM OPPOSITE OR A?S|FAnAtE SHEET OF 
PAPER IF YOU DO NOT WISH TO CUT OUT THIS CbUfOW; ' 

I GAMES ARE USUALLY DESPATCHED BY RETURN OF POST, PLEASE ALtoW A MAXIMUM OF t4 
DAYS FOR DELIVERY. ONLY CARTRIDGES THAT ARE BOXED WITH INSTRUCTIONS WILL BE 
ACCEPTED. fl UY/mr aSLL SK ii HAND OAMES AHD:Ob^NSOLES 


MEGADRIVE, MEGA CD, MASTER SYSTEM, 
SUPER NES, WES, GAME GEAR, GAMEBOY. 


rWST fbTxhe Gan”s'Ex“ange"24T^GTo'!rcTo'sE,n 
I HUCCLECOTE, GLOUCESTER, GL3 3AZ. 

I TEL: 0452 611550 

I NAME. 


ADDRESS. 


I SIGNATURE OF GUARDIAN 

I (IF UNDER 18). 

I 1 ST CHOICE. 

I 2ND CHOICE. 

I 3RD CHOICE. 

I 4TH CHOICE. 

I GAME ENCLOSED. 

jj^MOUNT ENCLOSED £. 


PLEASE MAKE CHEQUES OR PC'S PAYABLE TO: 

The Games Exchange 


TEL: 081-777-4775 FAX: 081-777-7624 

Super Wild Card 24 Meg 
add-on's available. 

WE WILL UNDERCUT ANYWHERE FOR ADD - ON'S. 
CONSOLE GAMES + ACCESSORIES ALSO AVAILABLE 
i.e. Tournament Fighters £45 Macross £65 Act Raiser il £50 
BLANK H.D 3.5" DISKS WITH LABELS 40p 
TRADE ENQUiRES WELCOME 


S.N.E.S., ADD-ONS AND DEVICES 
AVAILABLE AT UNBEATABLE PRICES. 

Latest moilels ami 
hana/sottwape also available. 

08503B4 372 
n 0008370040 
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From the silver screen to the Super NES, top design team 
BITS has become a specialist in movie licence games. 


Ttiis is Foo Katan. He 
heads the top design 
house BiTS and he ’s a 
bit of a hero. 


Hide boulevards, palm 
trees, palatial abodes 
mm wm for the rich, the 
famous and the beautiful - all paid 
for by movies. Ah, Hollywood, 
Hollywood... Cricklewood? If mem¬ 
ory serves, the only connection 
between the movie mecca and the 
dreary London suburb occurred in 
one of those desperate Two Ronnies 
songs which always rounded off the 
show with a blunt instrument. 

On this occasion, the famous tune 
'Hollywood' from 'High Society' was 
treated to a good 'Ronnieing' which 
resulted in, as you might guess, 
'Holly' being replaced by 'Crickle'. 
The laughter sounded distinctly 
canned and street-lights dimmed as 
the nation went to put the kettle on. 

But years on, nothing could deter 
comedy genius Les Dennis of popu¬ 
lar quiz show Family Fortunes fame, 
shamelessly repeating the gag to the 

80 SUPER ACTION 


obvious delight of the unfortunate 
family which hailed from the less 
than salubrious hamlet. 

Yet, quite by spooky coincidence, 
there is another connection between 
woods of the 'Crickle' and 'Holly' ilk, 
which goes far beyond a desperately 
hopeful comedy opportunity. 

Top game design team BITS, 
which just so happens to be based 
in (ahem) Cricklewood, has sealed 
deals for the hottest movie licences 
with amazing regularity. 

Terminator 2: Judgement Day, 
Robin Hood Prince of Thieves, Alien 
3 and now the forthcoming movies 
Frankenstein, starring Robert De 
Niro and Kenneth Brannagh as well 


as Penal Colony starring... erm, 
somebody dead famous. SNES ver¬ 
sions of these two hot movie 
licences are currently being debated. 

"I've lost count of the number of 
people who told me the only good 
games for the Game Boy are Tetris 
style puzzlers." So says BITS chief 
Foo Katan. "We set out, determined 
to prove that we could produce a 
good game with exciting graphics." 

It was this commitment which won 
BITS some of the most lucrative 
licences transcending movies, coin¬ 
ops and comics. With its thumping 
fist sized sprites, arcade blaster R- 
Type was a real challenge for the 
BITS creative team. 


"R-Type was a daunting proposi¬ 
tion because of the sheer size of the 
graphics In the coin-op. But it turned 
out to be a relatively simple exercise 
in scaling down the whole show, 
which really gave us a lot of confi¬ 
dence. So we turned our attention to 
the sprites and backgrounds to 
recreate the arcade experience on 
the little screen." Foo explains. 

Terminator 2 was the first movie 
licence and obviously a major coup 
for BITS. As Foo recalls, "As soon as 
we saw the first rushes, the stills and 
script, we knew that T2 was going to 
be a big, big movie. 

"Schwarzenegger was the first 
movie star to really take game 
licensing seriously, and we were 
given amazing privileges! 

"I visited the sets while they were 
filming, just to get a feel for the 
game... what an excuse! We were 
working from the actual script and 


“R~Type was a daunting proposition 
because of the sheer size of ail the 
graphics used in the coin-op. ” 



One of Foe’s multi talented programmers. 



It’s not all work, work, work down at BITS. 



Relax girls, this man’s already spoken for. 



Programmer Cos displays his poor Sega joypad. 



the chase scene was described in 
about three or four sentences, so we 
dismissed it completely. Of course, 

It wasn't until we saw a near com¬ 
plete version of the film that we 
realised its importance in the movie. 

"We had to make some major 
changes under incredible pressure 
because we had to complete the 
project in time for the movie release 
to fulfil the contract." An underwear- 
soiling scenario for the guys, but it 
was an important part of the learn¬ 
ing curve for BITS. 

Alien 3 was another thrilling 
movie licence the team buzzed with 
enthusiasm on receiving story¬ 
boards and stills. But again the 
nature of the movie posed more 
problems for the team, as Foo 
explains, "We got the script first. But 
we had learnt from T2 that this can 
be misleading, so we were very, 
very cautious." 



Chris Beancock cracks a few jokes during a break from the production of Ren and Stimpy. 


Endless japes with a portable TV antenna. 


The team finally decided on a first 
person perspective which proved to 
be a good choice. Foo recalls. "I vis¬ 
ited the prison colony set at 
Pinewood which was this maze of 
corridors and rooms, and looking at 
the whole set from above, the whole 
game just fell into place. 

We got the first rushes and stills 
for the graphics and integrated 
adventure style text screens to 
advance the plot and give the player 
clues. The text is directly from the 
actual Alien 3 script!" 

As Foo admits, "With just the 
script it's very easy to get carried 
away, yet all the enthusiasm can 
lead you up the wrong path which 
can be quite expensive and also 
very time consuming." 

BITS turned its talents to breathing 
life Into comic hero Spiderman, 
wowing the touchy marvel with 
some spectacular animation. But the 


silver screen soon beckoned the 
now star struck movie license spe¬ 
cialists. Last Action Flero proved to 
be a difficult period in what had 
been a remarkable run of top notch 
movie licenses. 

Foo describes what turned out to 
be a frustrating project. "Last Action 
Flero had all the makings of the most 
spectacular movie ever seen. It had 
the number one star, a colossal 
amount of production money and a 
really exciting concept. The script 
was great and we lavished the game 
plan with great stunts and plenty of 
hard hitting action. 

"Flalf way through the project, we 
were instructed that a certain Arnold 
Schwarzenegger insisted on seeing 
the game. When we got the amend¬ 
ments back, he had requested that 
we strip the game of all gratuitous 
violence and firearms! Of course, we 
were baffled that the biggest movie 


star, famous for such movies as 
Terminator and Commando should 
make such a request. 

"We then learnt that while filming 
Terminator 2, Arnie's daughter saw 
him on set and ran away crying, 
which made him question the Influ¬ 
ence his characters have on the 
young. Last Action is really a great 
film for twelve, thirteen year olds. If 
it had been specifically marketed for 
that age group it would have been a 
real blockbuster." 

BITS latest project was pure self 
indulgence for Foo. "Ninja Spirit is 
still my favourite coin-op game and I 
knew It would transfer well, so I 
managed to convince Irem. There's 
some really great animation and the 
action is still great after all these 
years!" 

For years movie games were a 
licence, literally, for unscrupulous 
publishers to make an absolute 
killing with games that were Invari¬ 
ably very big disappointments. 

This created a stigma about movie 
licenses that BITS dedication and 
skill has done more than any other 
design team to shrug off. 

It seems as If Flollywood and 
Cricklewood certainly do have some¬ 
thing in common after all. 


‘‘Schwarzenegger insisted on seeing the 
Last Action Hero game. When we got 
the amendments back, Arnie had 
requested that we strip the game of aii 
gratuitous vioience and firearms!” 
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WHOSE GAME IS IT ANYWAY: THE WINNER 


send your letters to: 

GUY CUMBERBATCH, Super Action, Europe 
House, Adlington Pork, Macclesfield SKIO 4NP 




•*Hey you! Yes, you! Didn't you know that those two rather 
naughty , or shou!d ! soy nougotty, chops Bill and Ben have 
been sentenced to twenty years in the slammer for insanity 
and crimes against the state? I'm in charge of the letters 
pages now. I'd just like to take this chance to say start your 
letters with Dear Guy rather than Dear Guys. Okay?** 


Guess what? Millions of you (our 
top readers) entered our fabby 
compo in issue 17. You probably 
thought that we wouldn't give 
away anything worthwhile, didn't 
you? Guess again. To prove that 
we at Super Action HQ are indeed 
generous beyond belief and to 
show that we really like it when 
you send us compo entry forms, 
we gave the winner from issue 17 
a brand new Game Genie! 

The chappie in question was a cer¬ 
tain Mr Ben Wegerif from Leicester. 
Well done that man! This month's 
winner of Cumberbatch Corner will 
receive a Super Advantage arcade 
joystick to waddle to his/her 
hearts content. So if you want to 
stand a chance of winning this 
crazy prize, get that compo entry 
in you lazy geek! 


Cumberbatch Corner no.1 



Answers on a postcard to: 
Cumberbatch Corner no. 1 , Super 
Action, Europe House, Adlington 
Pork, Macclesfield SKIO 4NP 


DOWN UNDER 

Dear Guy, 

I am a reader from Australia 
and I have bought every one of 
your mags since October 1992, 
so I would be grateful if you 
could answer some of my tough 
gaming questions. 

1) What is the best baseball 
simulator on the SNES? 

2) Are Super International 
Cricket and NBA Jam going to 
be released on the SNES? 

3) Apart from Final Fight, SF2, 
Mario World, NCAA Basketball 
and Prince of Persia, what 
game should I buy next? 

4) What is the best golf sim 
around at the moment? 

5) Are Ryu and Liu Kang related 
by any chance? 

6) Could you please say gidday 
to my mates Matt and Cam? 

Bryce, Australia* 

Hi Bryce! for should that be 
Bruce?) Thanks for buying every 
single magazine and I would be 
most happy to answer all of your 
crazy questions. 

111 think that Cal Ripkin jnr is the 
best baseball sim you can find 
in the shops. The others just 
aren't worth bothering with. 


2) Acclaim's NBA Jam is nearing 
completion and should arrive at 
your local gaming emporium 
some time in the Summer. As for 
Super International Cricket, well 
I ain't heard nowt on that front. 

3} Super Bomberman is an 
excellent cart and I strongly rec¬ 
ommend that you purchase that 
one. Championship Pool is cool, 
Super Empire Strikes Back is 
wicked and Flashback is really 
out of this world. 

4) No doubt about it, Irem Skins 
Golf is definitely the best. You'll 
find the official version is now 
named Major Title though. 

5) Are you deranged? 

6} Gidday Matt and Cam I 

CRASH COURSE 

Dear Guy, 

I really like your mag and read 
it all the time. Could you answer 
these questions. 

1) When will the new Zelda cart 
be coming out and what will it 
be called? 

2) Which is better, Sim City, 
Mega Lo Mania or Populous? 

3) What will the new Mario 
game be called? 

4) Is Soul Blazer better than 


Jurassic Park? 

5) On Sensible Soccer, why 
have all the players got incor¬ 
rect names? 

6) What's so good about the 
game Lemmings? 

7) When will Lethal Enforcers be 
released officially? 

8) I really want to get Sim City, 
do you recommend it? 

9) Will there ever be a Mario 
Kart 2? If yes, when will it be 
released officially? 

10) My friend told me the 
European version of Jurassic 
Park crashes out once you get to 
a certain area of the park. Is 
this true? 

Keith Laiftf, Sto€kport* 

1) I haven't been told anything 
on the new Zelda cart, but rest 
assured, when I hear anything. 

I'll let you know. 

2) Each one of the carts you 
mentioned is quite good. It's up 
to you to choose which best suits 
your tastes. 

3) Mario's Time Machine. Didn't 
you buy the last issue? 

4) Soul Blazer is more of an 
RPC, while Jurassic Park is more 
of a roam around blaster kind of 
thing. Again, it's up to you. 
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5) Ask the people that mode it. 

61 The Nuke button. 

7) Very soon. Check the exclu¬ 
sive preview out on page 54. 

81 Tm not too fond of these brain 
gomes and every one else in the 
room refused to comment. 

9) As for os I know, there ore no 
plans for o sequel to Mario Kart. 

I for one think it would be a top 
lough if they did release one, 
but I know nothing os yet. 

101 The version I hod never 
crashed on me. I suggest your 
pal takes his copy bock to 
where he bought it and voices 
his concern. I doubt it very much 
that Ocean Software would 
hove released a gome that 
hasn't been correctly tested. 

GIVE US A CLUE 

Dear Guy, 

I have had my SNES for a year 
and I have four games in my 
collection. These are SF2, Joe & 
Mac, Tiny Toons and Pushover. I 
think your magazines are excel¬ 
lent, especially your reviews 
and previews, but I think you 
should put prices with every¬ 
thing. Anyway, I would like to 
ask you some questions, espe¬ 
cially since I'm a big fan. 

1) I don't know what game I 
should get next. Could you give 
me a hint on what would be a 
good choice? 

2) What games last you a long 
time and don't get too boring 
very quickly? 

3) Could you give me an esti¬ 
mate price for Super 
Bomberman and the Multi tap? 
P.S. Please could you tell me a 
cheat for any of my carts? 

Thanks^ James Bradle^ 
Leeds* 


James, what are you on about? 
Prices with everything? Behavel 
Anyway, now to your questions. 
II See DOWN UNDER, check 
out answer number 3. 

2) See above. 

3) Super Bomberman retails for 
around £59.99 with the Multi 
tap included. 

P.S. I have a small cheat for 
Pushover. Well it's the level code 
for level 99 actually, and here it 
is James: 09727. Enjoy. 

SIMPLY THE BEST 

Dear Guy, 

I've just started to get your mag 
and I would like to say that I 
think your mag is better than 
Total, Snes Force and all the rest 
of those awful mags. Will you 
answer my questions please? 

1) Which is the best beat 'em 
up, Konami's Batman Returns or 
Acclaim's Mortal Kombat? 

2) Do you think Mario Paint is 
better than Home Alone? My 
mate says it's the best game on 
the Super Nintendo. 

3) I've got Mario All Stars and 
people at my school think Alfred 
Chicken is much better than any 
of the Mario games. What do 
you think? 

4) Will the CD ROM be better 
than the Mega CD? 

P.S. Keep up the good work. 

David Overtoil, Hull* 

Thank you for your kind words 
David. Here's your answers. 

] 1 Batman Returns is not exactly 
a beat 'em up. If you want a 
one on one fighting sim, then 
Mortal Korn bat's your man. But if 
you want a roam around beat 
'em up kind of affair, then 
Batman's your... erm... man I 


2) Frankly, I hate Home Alone 
and I don't exactly sit around 
playing Mario Paint all day 
Dave. As for your mate saying 
that Mario Point is the best 
game on the SNES, well, I sug¬ 
gest he finds a quiet little place, 
sits down and totally sorts his life 
out before opening his mouth. 

3) Alfred Chicken is a nice little 
platform romp - on the Gome 
Boyl As for the SNES version, I 
decided you should stick with 
Mazza. He's the man. 

4) Yes. If it finally gets released! 


Dear Guy, 

I have been buying your bril¬ 
liant mag since issue seven and 
I must say it gets better every 
issue. I have bought a few mags 
in my time and they are all a 
load of cack compared to 
yours. My brother owns a Sada 
Drive, I mean Mega Drive (I'm 
sorry I mentioned that black box 
of puke). He is totally loyal to 
Sega (I'm sorry again) so 
please could you tell him what a 
fat, sadist he is. Anyway, please 
could you answer a few ques¬ 
tions for me. 

1) When will Super Street 
Fighter 2 be released on import 
and officially for the SNES? 

2) Are there any cheats for 
Bomberman? 

3) In issue 17, why were a lot of 
the yellow flashes missing from 
the Games Index? 

4) What do you reckon is the 
best SNES game out at the 
moment? 

5) Please can I have the auto¬ 
graphs of the whole team? 

Andrew Waffs, 
Cornwall* 


Well it's nice to see someone 
who's faithful to the old Super 
Nintendo Andy, here's the 
answers to your questions. 

11 Super SF2 has only just been 
released as an arcade coin op 
over here, so it's going to be a 
long time until you guys finally 
get to buy a SNES conversion of 
this beat 'em up classic. You'll 
just have to make do with the 
Turbo edition for now. 

2) Not as I know. 

3) The flashes were, erm... 
erm... mislaidi Yes, that's it, they 
were mislaid and nobody knew 
where they were. Fortunately 
though, I eventually found all the 
yellow flashes huddled together 
inside Marc's pants, so they 
have all been put back in their 
correct positions now. 

4) Did anyone actually listen to 
what Bill and Ben had to say? 
Every month they told you all 
what their top carts were, and 
the very next month you all 
wrote in and asked again! 
Anyway, Ben liked 
Championship Pool and Bill 
loved Bomberman, but since 
they are now doing time in a 
dirty foreign prison, who cares? 

I, on the other hand, am quite 
fond of the game Mario Kart. 

5) What's it worth Andrew? 

And that concludes this month's 
selection of queries and problems. 
Perhaps you'll join me next month 
for even more mirth, moyhem and 
merriment. If you do, then don't for¬ 
get to enter this month's tricky quiz. 
There's a wicked joypad up for grabs 
and I know you all want it. I'll speak 
to you again, very soon. Goodbye my 
joystick warriors, until the next time. 
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‘Similarities to any person living or dead is purely coincidental. 






Dr BARRY DIABLO’S 
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CYBERNATOR 

It appears that there's a secondary 
cheat to use. By pressing the L and 
R buttons on pad one with Up 
being pushed simultaneously, 
you'll be blessed with many a con¬ 
tinue. Nearly infinite I think. I tell 
you what I'll find out by counting 
the number of continues shall I? 
Won't be long. 

GOOF TROOP 



Goofy and his army of 
"Gudgeun's" are having distinct 
difficulties in conquering all of the 
island's puzzles. But if you enter 
the special password: Banana - 
Cherry - Emerald - Ruby - Banana, 
you'll be Instantly taken to the last 
section of the entire game. 

TURTLES IN TIME 

Those teenage mutant ninja (not 
hero as censored by the 'Mary 
Whitehouse' regime) turtles are up 
to their prostate glands with trou¬ 
ble from the Shredder and friends. 
Ease their pitiful suffering by show¬ 
ing them a level warp cheat. By 
entering Up, Up, Down, Down, 
Down, B, A and B on pad two on 
the title screen will activate the 
said cheat. Can I say Cowabunga 
before I go or will this be censored 
as well? 

ALIEN III 

The tips just get better and better 
in this game. It has recently come 
to my attention that you can 
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ODQ4FXY 

OROBX3X 

T5KKCNX 

**RKPYK 



t's time. Time for more frippery and banter concerning 
those delicious cheats. Where else in the world do you find 
such fine cheats and gaming codes? It's been a funny 
month you know. Only now am I beginning to sober up after 
the merry events around the yuletide period. I was drunk 


restore your energy at any point 
during the game by pressing the 
buttons L and X together. Whilst 
buttons A and Y bless you with 
multiple power ups. Isn't that fan¬ 
tastic readers? 

MARIO IS MISSING 

Mario is missing. Oh no he's not, 
he's right here with me. Well he 
would be if you enter any of the 
following passwords. 

LEVEL ONE LEVEL TWO 


VWC4DYO 

SYYDDSC 

K865WLO 

Q9YZCXO 

OPEJ5XX 

LEVEL THREE 


KF3XCQ8 
*65DVJ3 
K84LFZ3 
IQMHYQM 
9*476*0 

There that should keep 
your minds occupied 
for a short stint. 

WWF ROYAL 
RUMBLE 

Fancy a punch that could knock 
holes in brick walls? If you do then 
keep reading. At the title screen 
repeatedly press buttons Y and B 
until a grunt of a wrestler can be 
heard. Now if all has gone cor- 


with power and success mate. And now I'm left with an aching 
head and a broken heart (if I had one to start with). So relish 
these amazing cheats whilst I suffer continuously, you bunch 
of free loading cheatsters. And beware tbe bizarre ghoul that 
patrols the still air of the night. Mmmm. 

Well that's all we've got time 
for this month but before we 
go there's a little mention. 
Apparently some young boy 
has completed Copcom's 
Aladdin in three days! And this 
young man's name is Joel 
Martin from Tottenham. 
He's only aged five. 
Congratulations to that 
young man and may your 
gaming career aspire to 
the like of mine. Weil 
nearly like mine. 


rectly you should be able to 
remove half of your opponents 
energy in a single punch. That's 
nearly as strong as me. 

LEMMINGS 

This is a level 
select cheat. This 
much I do know. 

By entering Left, 

Right, Select and 
Start on the main title screen 
will activate the level select 
cheat. Shame, I wanted to 
know the other really 
amazing cheat instead 





DIAL-A-TIP 

HtMTS ISf TtPS ISf CHEATS N PCKES 

CHEATS GALORE 

oaol 443 a 3 ir 

(LAST WEEK'S MESSAGE - 0891 101 235) 

NINTENDO CHEATLINE.0891 445 769 

CONSOLE GAME TIPS.0891 445 772 

CONSOLE HOTLINE.0891 445 771 

STREET FIGHTER 2.0891 445 940 

DESERT/JUNGLE STRIKE.0891 445 957 

MORTAL KOMBAT..0891 445 987 

SUPER MARIO WORLD_0891 455 924 

IF YOU'RE HAVING PROBLEMS WITH A GAME, WHY NOT CALL OUR 
QUESTIONS AND ANSWERS SERVICE TO SEE IF WE CAN HELP 

0891 445 768 

FOR FREE MEMBERSHIP TO THE CHEAT CLUB 

0891 445 939 

(ALL CALLERS ON THIS LINE WILL RECEIVE A FREE SOFT¬ 
WARE DISCOUNT VOUCHER) 

ALL CHEATLINES ARE UPDATED EVERY WEEK 


GUmUG LIGHT COMPUTER SERVICES LTD 

PO BOX 17, ASHTON-UNDER’LYNE. OL6 OWW. 

IF YOU'RE UNDER 18 PLEASE ASK PERMISSION 
BEFORE YOU CALL. MAXIMUM CALL CHARGE £3.60 
























































UBI SOFT £44.99 OUT JAN ’94 

FI POLE POSITION 


Here are a few hints for success at 
Ubi Soft’s new racing sim, FI Poie 
Position. These came courtesy of 
the Biack Ace, the self pronounced 
Number One Authority on video rac¬ 
ing carts and a thoroughly modest 
bloke to boot! 

He claims to have won the FI 
World Championship in just one 
week, which, if true, is quite a feat 
indeed. The pre-set car specifica¬ 
tions are good, but if you want to 
really be a big shot you’ll have to 
do a little bit of your own fine tun¬ 
ing to gain that all important edge. 
Here a a few tips on what to do in 
order to get the best from your car. 



A) Check rear mirror 

B) Accelerate Y) Brake 
X) Extend time limit 

I L) Shift down gear R) Shift up 



STEERING (1-7): This will determine how 
fast your car will turn into a corner. The 
tighter the corner the lower the number 
you will want. It is probably best to 
stick around 2 or 3. 

TIRES (A’D): If you’re on a track with 
lots of twisting corners, it’s better to 
use softer compounds like C or D for 
better grip. Always use compound (C) 
tires to qualify with, as you won’t have 
to make any pit stops. Longevity of all 
tires can be increased by reducing the 
down force of the wing. 

GEAR RATIO (1-7): This is how fast the 
car will shift through the gears. (1) is 
the lowest ratio producing the highest 
acceleration, but lowest overall speed. 
The higher the speed, the less control 
over the car you have so don’t go silly, 
lower tends to be better. 

GEAR SHIFT (Manual or Automatic): 

Auto allows you to concentrate on the 
road so it’s definitely better for begin¬ 
ners. Manual is faster out of corners 
but a lot more difficult to control. 

BRAKES (1-7): Be delicate with the old 
anchors, use the gears and/or lift off 
the gas for a second to slow down 
rather than breaking hard. Most cor¬ 
ners can be made this way, though 
some sharp bends may require harsh 
reductions of speed. 


(lots of turns) use 1-3. On tracks with 
straights and tight turns use 4-5 and on 
fast tracks use 5-7. 

WING SETTING (1-7): High numbers 
mean strong down force and should be 
used for courses with tight corners. 

The smoother control associated with a 
strong down force however means 
slower overall speeds. Try using 5-6, 
it’s better to have tortoise tendencies 
than be a total hare! 

PIT WORK: Go into the pits at the first 
sign of trouble or following a crash. If 
you have avoided any major incidents, 
then get your pit crew to repair 2 items 
on the 5th lap and this should keep 
your car in suitable racing order for the 
entire race. If you choose very soft 
compound tires then make two pit 
stops on laps 3 and 7. 
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ACTUAL RACING 

Aim to set off on the green light and avoid as 
many other cars as possible in the fight for posi¬ 
tion. If you are still with a pack at the corners 
then tuck in behind the car in front and prepare 
to pass him as you pull into the straight. 

Be very careful to avoid collisions though, 
within a few seconds you won't be able to see 
the leaders for dust. 

By staying in the racing line and taking cor¬ 
ners as close to the apex (the nearest point to 
the inside of the curve) as possible, you can 
block most other cars behind and maintain 
your position in the race. 

Fast corners can be taken at approximately 
75% of your entry speed and acceleration can 
safely begin as you pass the apex. With tighter 
corners however, you must approach with a 
speed sufficient to maintain the apex of the 
turn, but not too fast as to loose control as you 
come out of the corner. Higher wing settings 
will alleviate this problem to some extent. 



n last a truly cballangliig 
racli^ sIm that should pro¬ 
vide hours of fun for those 
who find many 8NE8 dri¬ 
ving carts too dang easy. 

A wonderful attention to 
detail makes this a game 
of depth and realism. It Is 
more likely to appeal to 
the serious Formula 1 rac¬ 
ing fon, rather than those 
after Just laughs and fan.! 

















SONY IMAGSSOFT m £44 


Secret agent Conrad 
Hart is confused, lost 
on a strange planet 
millions of light years 
from home and very, 
very alone. Now you 
can guide Conrad 
through this jungle 
like maze with relative 
ease. How? With this 
funky SA Player’s 
Guide, that’s how! 


Waking up in the jungle your first task is to familiarise 
yourself with the controls. There are a combination of 
manoeuvres that require attention, namely dropping down 
while pulling the gun, a running roll and jumping to a higher 
platform. Consult the manual for exact button inputs. 

To conquer the jungle drop down and pick up the 
Holocube, a timely reminder of your existence. Then, climb 
back up and head for the Cartridge. The robot in your way 
provides no real problem, just draw your gun and wait for 
the antenna to protrude before firing. Your first guard is 
simple enough to kill and will reveal the Cartridge on the 
floor. Pick it up and charge it in Energy Generator 01. 


If you have lost any shield during your first conflict then 
now is the time to recharge. Simply highlight the item, 
stand in front of the unit and press the USE function. Work 
your way across to the cartridge lock and insert the 
charged cartridge in the device. The bridge will activate 
and a robot will advance. Destroy it. Take the lift up to the 
platform containing the Teleporter by leaving the stone on 
the triggering plate. By removing the stone you should be 
able to take the lower lift to a save point which will allow a 
restart from that position. 

Now it is time to exchange the Teiecontrolier for an ID 
card that allows some locked doors to be opened. By climb¬ 
ing up onto the gantry next to the Energy Generator 01 and 
tripping the lift plates you will now be able to make it to 
the wounded man. He will then make the swap. 


Move back down and towards the energy bridge and cross 
over to drop down the lift shaft and confront the two 
guards. The right guard will always shoot the left one so 
keep this in mind when in combat. Switch off the energy 
trap and jump over the triggering plate. Pick up the key and 
grab the 500 credits. The trigger next to the 

Energy Generator will engage the two laser turrets on the 
previous screen which can be dodged by timing the climb 
and rolling away. Working your way back to below the save 
point will allow the use of the key to open the door. Jump 
down, shoot the two guards and go see the old man. By 
handing over the 500 credits you will be given the Anti 
Gravity Belt and a chance to jump into the ravine and onto 
the next level. 
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STAGE 3 MISSION 1 


JUNGLE ITEMS 
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This really is quite simple. Keep in mind that the VIP will 
wander off while you climb around tripping the gates and 
opening doors. The far left room introduces you to the power 
globe which emits a current drawing off your shield. They 
can only be killed in the upright position. This far room also 
contains the key to open the only key lock. On completion 
you are teleported back to the job centre and this is a good 
point to save your progress. 




The entrance to the Restricted Area 3 is 
the at the top of the lift in Europe. 
Immediately jump far right to land on 
the guard. He will shoot the guard left 
so now hit this guard over the head with 
your gun. Drop down to the next two 
guards using the shield to block any 
shots. Take the key. Keep working 
down, remembering that two guards 
standing together will shoot each other 
at the slightest chance so use this to 
your advantage. Some locks will 
require a stone on the activation 
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Watch for the guard who shoots on sight outside the 
African branch of the Titan Travel Agency. Hand over 
the parcel at the end desk. 
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another meeting behind 
the bar. Behind the bar 
a guard will attack you from 

Go to America and speak to 
the drunk at the bar. He will 
tell you of the Police con¬ 
nection and of a Rendez¬ 
vous at Restricted Area 1. 

Go there to make a 
deal and news of 

behind so be ready with the 
gun. The man informs you 
that the Cyborg is below in 
the den and you can obtain 
the key from the Policeman 
back in Restricted Areal. 

The Policeman is not so 
co-operative this time round 
{ and the resulting battle will 


provide the key for the base. 
Insert the key back in the bar 
and save your progress 
immediately. There will be a 
couple of characters to kill 
here, the hardest to remove 
being the Cyborg who will 
take at least half a dozen 

oknto l/SII 


MISSION 4 


plate to keep them open. The scene with the 
Death Tower poster in it can only be crossed with 
a running jump to the bottom which will mean you are 
hanging on by the fingertips. 

Climb up, timing the shield to kill the guard and 
then work your way up to the key top left. Drop down 
and go right, you will have triggered the laser turret so 
remember to keep low when coming back. Kill the guard 
and get the key at the bottom of the annex. Completion 
is by killing the power globe in the tunnel. 


This will have you screaming. The 
stone appears to have no use but it is 
always advisable to pick anything up 
you encounter. 

The assault course is easily navi¬ 
gated with the end cartridge slot on 
the right being the best. Completion 
teleports you back to the job centre 
and once again a good save point. 
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A blow by blow account will ' ^ ' fL 

not really be much help 45 ^ 

here as much of this is the ^ A_: —^ 

same as previous levels. ^ 

The save points and Energy 
generator points are very 

important to remember as ^ 

they are the key to survival. ^ 

Keep in mind the combat I ^ " 

techniques with the 1 ^ 

Teleporting enemies and < 

the Power Globes. j - < 

The laser trips should i ^ 

be timed so the enemy is in ^ 

a vulnerable position. I'll 

Remember that the screen ^ ^ sTi: 

is wrap around and you will * ’ 

have to sometimes travel ® ^ 

extreme right to trigger a -- - ff L — , 

device or door extreme left. 

The map should provide the information to calculate the cor¬ 
rect routes. The tasks of each screen, once you enter will be 
very apparent. Work your way up and the final confrontation 
makes you the official winner and the prize, a ticket to Earth 
(one way) puts you back in the driving seat for the next bat¬ 
tle. If you are having difficulty following the instructions con 
suit the maps. These will help you visualise what to do. 
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NEXT ISSU 


^A CTION 91 


Take the Taxi and head for the bar in America. Speak to the bar¬ 
man and meet Jack outside the front of the bar. He will tell you 
that the papers you require to gain entry to the Death Tower are 
going to cost you 1500 credits, 1500 credits more than you 
have. All is not lost and by going to the City Hall by Taxi in 
Africa a Work Permit can be obtained only by going through the 
red tape and exchanging the ID card with the boss. 

The Work Permit wilt allow you to take on part time jobs so 
that you can earn yourself some juicy credits which will allow 
you access to other levels. Take the Taxi once more to Europe 
where the Job Centre Mission Screens inform you of the job and 
the money available for completion. Inserting the Work Permit 
accepts each task. 


Best course of action is 
to jump up then up to 
the entrance of the 
base. Shoot the guards 
by accurate use of 
rolling and good shot 
timing. Talk to Ian and 
he will invite you to 
take the chair and have 
the memory restored. 
Another chat with Ian 
will reveal the next 
task, to go out on the 
planet Titan and get 
enough money to pay 
Jack the Forger for 
some papers. 
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GAMES 



THE ULTIMATE GUIDE TO GAMES BUYING 


There are so many 
SNES games 
around that the 
Index is evolving 
into a 'best of’ 
list. When new 
games are 
released and 
score 80% or 
more they go 
straight in. Games 
scoring iess come 
out. Look out for 
the Yeiiow fiash - 
it’s Super Action’s 
seai of approvai. 
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92 SUPER ACTION 


BEAT ’EM UPS 

LOOKING FOR FAST, 
FURIOUS AND VIOLENT 
ACTION? IT’S HERE. 


ALIEN VS PREDATOR 


Activision 

Jap import 


59% 

Oh dear. A fop licence gets the 
banal treatment as yet another 
Final Fight rip off insults your 
Super Nintendo. This one is less 



interesting than most, with 
indistinct graphics and not 
much else to recommend it. 
Avoid it at all costs. 


BATMAN RETURNS 

Konami 


Jap import 91% 

Fight and schwing with 
Catwoman, rescue the Ice 
Princess from the evil Penguin 
and battle against his hordes of 
destructive and twisted clowns. 



This film licence is one of the 
most playable that we’ve had in 
the office. The music is taken 
from the film and it looks gor- 
.geous. You’ll play this one until 
your finger drop off. 

BEST OF THE BEST 

CHAMPIONSHIP 

KARATE 


Electro Brain 

US import 89% 

Classic kick boxing action with 
loads of environmental options 
and the essential training 
screens. A fantastic amount of 
kicks and punches to inflict 
upon your best mate with gut 
wrenching sound effects. Good, 
but the sprites are a bit small. 

DOOMSDAY WARRIOR 


Renovation 


Products 

US Import 81% 

The characters are sufficiently 
different from each other in 
looks and in movement to war¬ 
rant praise. Along with this the 
soundtrack is full of Eastern 
promise and there is a two play¬ 
er option to enhance the game. 



It’s not another StreetFighter 2, 
but it’s not all that bad. 


FATAL FURY 


Takara 

Jap import 


75% 

Street Fighter clone with chunky 
graphics and great sound. Less 
button commands than its big 
brother so there are fewer spe¬ 
cial moves. Less characters to 
choose from and those selec¬ 
table lack the background and 
animation of Street Fighter. 

FINAL FIGHT 


Capcom 

Official 88% 

Simplistic action is more than 
made up for by spectacular 
graphics. Although it lacks long 
lasting challenge, it’s a game 
you’ll often return to. One 
strange thing is that Guy, the 
third character in the arcade 
game, is mysteriously missing. 

FINAL FIGHT 2 


Capcom 

Official 72% 

Not the most original beat ’em 
up on the market, but definately 
one of the best looking ones. 
Basically it’s too easy and really 
is not worthy of your hard 
earned cash. 


FIST OF NORTH STAR 

Toei Animation Co. 

Jap import 70% 


Although this game seems shal¬ 
low and poor, you’ll soon get 
iinto the swing of things. Like all 
two player games, you can glean 



hours of fun and frolics from 
beating up a mate. Sad and 
pathetic in one player mode. 

GOLDEN FIGHTER 

Culture Brain 

Jap Import 50% 

DonT be fooled by the striking 
array of screenshots, this is a 
right old turkey. The massive 
hype that surrounded its pre¬ 
launch was all in vain I’m afraid 
and this might just be the 
biggest disappointment in video 
game history. Sorry. 


KING OF THE 
MONSTERS 


Takara 


Jap Import 80% 

Some hugely enjoyable monster 
fun as you take control of some 
very dodgy looking characters. 
Graphically, this is nothing to 
write home about and its lasting 
appeal fora single player is 
questionable. Two player games 
though, are massively addictive 
and great fun. A worthy pur¬ 
chase and a fantastic laugh. 
Godzilla meets Streetfighter! 


LAST FIGHTER 


Banpresto 

Jap import 70% 

Weird Japanese cartoon charac¬ 
ters in Super Deformed mode 
(this is where they make cartoon 
figures small and cute to appeal 
to younger kids). It looks won¬ 
derful, nice sprites and often 
gorgeous backgrounds. Sadly 
though, there are too few moves 
and it’s far too easy. Quite fun in 
two player mode though, but 
best suited to young kids. 


MORTAL KOMBAT 


Acclaim 

Official 90% 

Does not quite claim the SF2 
crown, but is still a dream to 
play. The digitised graphics are 
top notch, with loads of new and 
exciting characters to suss out 
and play to the death. Better 
than most on the market, but 
the novelty soon wears off. 


RANMA 'A 


Masaya 

Jap import 89% 

A rather brilliant Streetfighter 
inspired beat ’em up based on 
Japanese cartoon characters. 
The wide variety of characters 
and moves available are backed 
up by fluid gameplay and 
sparkling graphics. Sound 
effects are striking and humor¬ 
ous and the whole thing is 
incredibly slick. A definite con¬ 
sideration for those of you who 
have grown tired of big daddy 
Streetfighter 2. 


RANMA 21^ 


Masaya 

Jap import 84% 

This game is a brilliant follow up 
to the original, but not sufficient¬ 
ly different to rate as highly. The 
graphics are crisp and sweet and 
cool. Kung Fu fun! 

RIVAL TURF 


Jaleco 

Official 81% 

A cross between Double Dragon 
and Final Fight. Visually very 
similar to Final Fight but with 


small characters and two player 
gameplay. There are loads of 
features including a limited, but 
fun one on one mode and some 
nice use of mode seven. 


SONIC BLASTMAN 


Taito 

Jap import 89% 

Not a conversion of the arcade 
game, but a brilliant use of the 
characters nonetheless. Looking 
very much like Final Fight but 
with slightly better graphics and 
hilarious special effects. 

STREETFIGHTER 2 


Capcom 

Official 95% 

Possibly the best SNES title 
today. Unmatchable gameplay 
combined with arcade perfect 
graphics and sound. This is a 



true classic and an amazing 
demonstration of what the 
Super Nintendo is capable of. 
You must have this, it’s just as 
simple as that. 

STREETFIGHTER 2 
TURBO 


Capcdm 

OffTciai 95% 

Totally addictive head bashing 
fun. Quicker, slicker and even 
more gorgeous than the origi¬ 
nal. The only sure way to get an 
arcade quality beat ’em up in 
your very own bedroom. If you 
have the first version, trade it in 
and buy this one. 

SUPER DOUBLE 
DRAGON 


Technos 


US import 83% 

Unexpectedly brilliant scrolling 
beat ’em up with rather nice 
graphics and a lot of sparkle. 

The addition of blocking and 
throwing moves adds a huge 
amount of variety to this title. 
The music and sound effects are 
very smart and it’s all very pol¬ 
ished. Questionable lastability 
for a single player, but the best 
game of its kind for two fighters. 


TKO BOXING 


Sofel 

US import 


70% 

A reasonab'le boxing game. The 
graphics, while slick and fluid, 
do little to convey the atmos¬ 
phere of real boxing. There are 
some nice samples and lots of 
guitar, it plays well but gets 



































repetitive quickly. Saving grace 
is the training option - on win¬ 
ning you can pump some iron 
and increase everything about 
your various attributes. 

TURTLES IN TIME 

Konami 

Official 85% 

This gives the Turtles a new 
breath of life. Beautiful looks 
and wonderful sounds as you 
guide the Turtles through a 
world filled with terror. Travel 
backwards and forwards in time 
as you try to rescue April O’Neill. 
Look out for the F-Zero style 
level where you mount a turtle 
surfboard and head off along a 
superfast highway. 

TUFF E NUFF 

Jaleco 

Official 85% 

If there had been no SFII then 
this would be the benchmark for 
beat ’em ups. The sprites are so 
manic at times it’s scary. 



They all move around the screen 
with bizarre individual character¬ 
istics in front of superb scrolling 
backgrounds. Plenty of special 
moves for extended fun. 

ULTRAMAN 

Bandai 

Official 65% 

Great big rubbery sprites wob¬ 
ble around on unconvincing 
backgrounds, exactly like the 
Japanese TV show it’s based on. 
One of the first games available 
and it shows. Still, it has a die 
hard following and it’s good for 
a laugh. I’d question the merits 
of actually shelling out any of 
my dosh on it though. 

WWF ROYAL RUMBLE 

UN 

US import 49% 

A sure fire hit, despite its pitiful 
score. It is a bit of a laugh but it 
just isn’t worth shelling out any 
cash for. If you really must have 
a wrestling game get WWF 
Wrestlemania, see below. 

TURTLES TOURNAMENT 
FIGHTERS 


Super Mario Kart and to much 
critical acclaim. It’s all nice and 
fast and the graphics are attrac¬ 
tive though it doesn’t have the 
same humour appeal as the for¬ 
mer champion of racing games. 

F-ZERO 

Nintendo 

Official 91% 

Still regarded by many as the 
top SNES racer, this mode 
seven special is as addictive as 
it’s attractive. Superlatives are 
apt for every aspect of the 
game. Its only failing is the lack 
of a two player option. This is 
the benchmark for racing games 
- if you haven’t got it then you 
can’t have seen it, let alone 
played it. The recommendation 
for this game is unreserved... 
are you convinced yet? 

NIGEL MANSELL’S 
WORLD 

CHAMPIONSHIP 

Gametek 

US Import 85% 

One of the best ‘realistic’ driving 
simulations you could possibly 
get your grubby little mitts on. 
It’s fast, smooth and it really 
captures some of that formula 
one racing excitement. Above 
all. World Championship is great 
fun to play and provides all the 
thrills and spills of the worlds 
greatest racing circuits. 

FI EXHAUST HEAT II 

Seta 

US import 95% 

Here it is the amazing DSP chip 
in all its wondrous glory. This is 
super fast and smooth and the 
perspective faultless. There’s 



enough gameplay to last a life¬ 
time and enough excitement to 
frazzle your brain. It looks like 
the SNES was definately made 
for racing games. 

KING OF THE RALLY 

Meldac 

Jap import 87% 

The easiest way to descibe this 
is to say that it’s like controlling 
a remote control car. 


Konami 

Officiai 93% 

An SF2 Turbo clone that isn't 
bobbins! Unbelieve I know but 
Tournament Fighters has top 
notch graphics, crystal clear 
sonics, special moves galore 
and excellent gameplay. A fight¬ 
ing game to rival the master! 


DRIVING GAMES 

STICK YOUR KEY IN THE 
IGNITION AND PUT THE 
PEDAL TO THE METAL. 


AGURI SUZUKI 
FORMULA ONE 

LOZC 

Jap import 81% 

Oohf Ooh! This is the first split 
screen mode seven driving 
game, arriving just a tad before 



There are ten sections to com¬ 
plete and it all makes a rather 
nice racing change. 

OUTLANDER 


Mindscape 

Officiai 83% 

Racing through the desert, bat¬ 
tling bikers and visiting radioac¬ 
tive towns. This is like Mad Max 
Rides Again. There are lots of 
different weapons and lots of 
helpless victims to shoot- it’s all 
very playable stuff though it can 
be a tad repetitive. 


TOP GEAR 2 

Marubeni 

Officiai 93% 

Top Gear 2 leaves all its split 
screen racing rivals floundering 
in the pit lane. It has single 
handedly improved the standard 
of the SNES two player car rac¬ 
ing genre. A massive improve¬ 
ment on the classy original with 
endless new and exciting 
options to keep all you budding 
road hogs amused for hours 
and hours. This game is excel¬ 
lent in every department. Rev it 
up and burn some rubber! 

LAMBORGHINI 

Titus 

Official 83% 

Contributor chap Jason loved 
this game. The rest of us went 
hmmm, it’s not exactly Top Gear 
2 is it? Still, if you love rear-view 
racing games, like the idea of 
betting on your races and own a 
SuperScope then this is well 
worth checking out. Let’s say 
it’s a servicable racer with a 
couple of added extras. 

SUPER FI HERO 

Varie Corporaton 

Jap import 74% 

This has to fall into the average 
category, it is incredibly unre¬ 
markable despite being playable 
enough to hold your attention for 
an hour or two. You slip into the 
shoes of Satoru Nakajina, that 
most famous of F1 heroes, and 
have to go through the regular 
jive of fitting your car together 
before you race. It has a turbo 
feature that is worth mentioning 
but that’s about it. 

SUPER MARIO KART 

Nintendo 

Offidgl 94% 

You ptobably know the verdict 
for this one already. Perhaps the 
best driving game ever. Choose 
between eight of the most 
famous Mario characters. Split 
screen, 2 player, stop the traff¬ 
ic, rock ’n’ roll action. Spectac¬ 
ular graphics, unbelievable 



sound and some of the best 
gameplay ever. You have to 
have this, it’s utterly superb and 
it gives you the horn. 

SUPER OFF ROAD 

Tradewest 

US import 84% 

Iron Man Ivan Stewart is a popu¬ 
lar off-road racer in America and 
completely unknown over here. 
The game is based on his dirt 
racing antics and is a mildly 
addictive Super Sprint variant. 

The graphics are simplistic and 
at times, rough, but the anima¬ 
tion is nice and slick. If anything, 
it’s a little too easy but two play¬ 
er racing makes up for it. 

TAZ MANIA 

THQ 

Official 87% 

If you’ve ever been in the half¬ 
pipe with Sonic (boo!) and Tails 
and enjoyed it, have a good 
wash and buy this. 

It’s as bright and colourful a 
game as anybody could wish 
for. Hairy, bird-eating and ulti¬ 
mately manic Taz has come to 
the Super NES and is ready to 
race, leap and spin his way into 
your open heart. 



TOP GEAR 

Gremlin 

Official 93% 

Back to the good old days of Out 
Run, only this time with split 
screen two player mode. The 


graphics don’t rely on mode 
seven and, as a result, it looks a 
bit like Lotus Turbo Challenge 
(the game it’s based on) but 
they are fast and fairly smooth. 

A solid racer with plenty of fea¬ 
tures. If it weren’t for the two 
player mode then the mark 
would drop but frankly if you’ve 
got a copy of this and a copy of 
F-Zero then you’re fully kitted up 
for racing games. 


SHOOT’EM UPS 

THIS IS A FAST REACTION 
AREA. STRONG NERVES 
ONLY NEED APPLY. 


TOTAL CARNAGE 

THQ 

Official 80% 

Not the best game ever wit¬ 
nessed but packed full of some 
of the wildest and most grue¬ 
some action you’re ever going 
to see on the Super NES. It’s 
similar to Super Smash TV. Neil 
prefers Total Carnage. 

ALIEN’ 

Acclaim 

Official 90% 

An excellent film tie in that is 
different each time you play it. 
Everything oozes class - as well 
as slime. A quality game and 
a definite benchmark in this 
kind of category. 

AXELAY 

Konami 

Official 91% 

Axelay has the best graphics of 
any SNES game. Incredible par¬ 
allax, amazing use of mode 
seven and addictive gameplay. 
Probably the best blaster on the 
SNES. A couple more levels and 
this would have been perfect. 
Brilliant shoot ’em up stuff. 

BLAZEON 

Atius 

US Import 77% 

Run of the mill shoot ’em up 
with all the usual trimmings 
such as large evil bosses etc. 
etc. One saving grace is the abil¬ 


ity to inhabit alien ships of vari¬ 
ous size and strength to achieve 
your goal of human freedom. 

BIOMETAL 

Athena 

Jap Import 70% 

Spend your money on some¬ 
thing else. The glitching and 
slowdown often annoys - why 
design such massive and 
detailed enemies if they’re going 
to geek out whenever there’s too 
much on screen? 



The Depeche Modesque sonics 
and the choice of difficulty level 
are Biometal’s only redeeming 
feature. When the official ver¬ 
sion comes out it’s going to 
have a 2 Unlimited soundtrack. 

COSMO GANG 

Namco 

Jap Import 82% 

This incredibly funny shooter is 
based on those bash the mole 
games but takes the form of an 
advanced Galaga clone. 

The graphics are very, very 
amusing, as is the rather hysteri¬ 
cal Japanese sampled commen¬ 
tary. It might not look much, but 
it’s one of the best shoot ’em ups 
we’ve played. 



CYBERNATOR 

Konami 


Official 91% 

Clumping around in a large suit 
blasting hell out of aliens. This 
is what video games are all 


INDEX GUIDE 

If you want to know the score 
- check the index. 


TKO BOXING 

Sofel ^ 


US Import 70%-* 

ReasonAle boxing game with lit¬ 
tle to di^guish it from any 
other b(ling game. The graphics, 
while slilbuikMrfUlkIte 


convey the atmosphere of real 
boxing. There are some nice 
samples and lots oLguitar, it 
plays well but geT^PfflW?^" 
quickly. Saving grace is the train¬ 
ing option - on winning you can 
pump some iron and increase 
everything about your various 
attributes. 


Game Title 

Sonume Ctmpaay 

Super Ac Hen^a ecore: TUeis 
checked regula^in case the 
gam hoes its fbaour. 

Game Staa^Officiator 
Impart (Japanese or 
American) 

Reviem We have tried to 
Include all the relevant 
informarien. Obviousif In the 
interest of space ithas been 
pared dawn but our views-are 
still mmth taking note of. 
DO/tTBuyagamaatil 
you We readiaboul tt-bere. 


The price of games is no joke and we are well aware of it. If 
you are thinking of buying a game then check it out here first, 
if it gets a duff review and you are still keen, try before you 
buy. If it gets a good review show the people who are paying 
and they may part with the cash a little more easily. 


FLASH 

Keep an eye out for 
seal of quality. 


F-ZERO 

Nintendo 

Official/ 91% 

still regaptled by many as 
the tojySNES racer, this 
seven special is as 
fdictive as it’s attractive. 

Anywhere you see a yellow flash take 
note. These are games of rare and 
noteworthy breeding. Games that have 
been reviewed in Super Action and 
rise above the crowd. A Yellow Flash 
is awarded only after a game has been 
popular with the Super Action team for 
a long time. Also this may clash with 
the initial score. The yellow flash is 
the indication of a MUST BUY. 
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about. There is an incredible 
amount of attention to detail and 
it is complex enough to have 



DARIUS TWIN 

Taito 

Official 88% 

A shoot ’em up that wins sup¬ 
port for a lot of reasons, but 
mainly the simultaneous two 
player option. In single player 
mode, it’s challenging and fre¬ 
netic although the graphics are 
hard to see. It looks better the 
further you get with 2020 vision. 

DESERT STRIKE 

Electronic Arts 

Official 92% 

Put Mega Drive owners to 
shame with this slick and fluid 
version of the desert conflicts 
you always wanted to take part 
in. The helicopter is a joy to fly 
with plenty of missions to test 
out your skills. Good graphics 
and some great sound effects. 

GRADIUS 3 

Konami 

Jap import 90% 

The good news is that this is 
one of the finest blasters avail¬ 
able on the Super Nintendo. The 
bad news is that Konami will 
probably never release it here, 
citing that it’s “old hat”. The 
graphics are wonderful, detailed 
and colourful, but some serious 
sprite slowdown occurs on 
busier screens. Check it out 
though, it’s a real winner. 

EMPIRE STRIKES BACK 


Official 95% 

Jay got excited about this and 
not surprising with super slick 
and super creamy graphics, 
dream sounds and ream game- 
play. A Huge amount of levels 
will keep you at it for months 
and although the platform bits 
can get a tad repetitive it’s still 
one of the games of the year. 

MECH WARRIDR 

Activision 

Official 87% 

An excellent combination of 
strategy and shoot ’em up. 
There’s enough action to keep 
the ardent bloodfest addict 
happy along with stuff that 
trainspotters will go weak at the 
knees for. An enjoyable and 
involving game with a save 
game facility. Good job, because 
you’ll need it. 

IMPERIUM 

Vic Tokei 

US import 78% 

It’s a sad aay when a software 
house sits down and thinks that 
a vertically scrolling shooter is 
the most original concept of all 
time. Imperium may well be 
fast. It may well be action- 
packed and it may well be good 
fun. However, it also happens to 


be unoriginal and up against 
some fairly stiff competition. 
Super Aleste is identical in style, 
but far better in terms of depth 
and quality. You’d have to be 
barking mad to buy this instead 
of Super Aleste but it’s not too 
bad on its own merits. 

PARODIUS 

Konami 

Official 91% 

Easily the cutest game ever, this 
classy shoot ’em up should be 
used as a benchmark by other 
programmers. There is so much 
to it, from the wonderful graph¬ 
ics to the near-perfect sound. A 
must have for all SNES blast 



fans. You’d better bring a sick 
bag with you though. 

PHALANX 

Kemco 

Jap import 84% 

Mucn maligned blaster with 
quite a few nice touches. 

Ignored largely due to bland 
graphics, this has some very 
nice and very challenging levels. 
Nice weapons that add to the 
strategy required in this game 
and some nice tunes to back it 
up. Don’t be put off by appear¬ 
ances-this is a gem. 

POP ’N TWINBEE 

Konami 

Jap import 92% 

There’s no blood here kids, just 
plenty of frantic shoot ’em up 
fun. You almost feel sorry for 
the furry pandas and happy 
teddy bears as they disappear 
under a hail of fire. Better than 
Parodius, and that was quite a 
good little cart. 

STAR WING 

Ninten<j^ 

Official 96% 

It wasn’t the best move in the 
world to change the name of 
this from Starfox to Starwing 
but that’s its only fault. The first 
game to use the Super FX chip, 
it has scaled sprites and fluid 
polygons. It has a resounding 
music score and excellent voice 
samples. It’s a fast game that 
has you hooked from the start 
and seems to go on forever. If 
this is the shape of things to 
come then it won’t be long 
before that little black box (the 
Megadrive) curls up and dies. 
This game excels. 

STRIKE GUNNER 

NT VIC 

US import 85% 

More vertically scrolling action 
as you take on the forces of an 
alien empire (just for a change) 
with the usual extra weapons 
and stuff. Not very inspiring, but 
technically adequate blaster. 

SUPER ALESTE 

Toho 

Official 89% 

At last, PC Engine Gunhed gets 
an airing on the Super NES and 
what a job! Amazing mode 


seven graphics that add greatly 
to the challenging pyrotechnic 
hell fire action. 

SUPER PANG 

Capcom 

Jap Import 89% 

Not Strictly a shooter, but you 
do have to blast things. Pop the 
bubbles until they disappear and 
that’s about it. Sounds dull, but 
in reality it’s one of the most 
addictive SNES games yet. Great 
graphics help and the music and 
sound effects are just fine. 
Multiple worries as each bubble 
you do manage to burst prompt¬ 
ly splits into many others, leav¬ 
ing a small nightmare 
happening right there in the pri¬ 
vacy of your own home. 

SUPER R-TYPE 

Irem 

Official 81% 

Very classy looking, highly 
attractive shoot ’em up. Lots of 
nice bits and a few interesting 
bad guys, but not much in the 
way of originality. It looks and 
sounds superb but the constant 
jerky scrolling and lots of slow¬ 
down mean that this is a heavily 
overated title. 

SUPER SMASH TV 

Acclaim 

Official 90% 

Fabulous conversion of the coin¬ 
op, helped massively by the fact 
that a Super Nintendo control 
pad has four buttons. Neat 
graphics and smart sound are 
totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on 
and one of the closest conver¬ 
sions ever seen. 

SUPER STAR WARS 

JVC 

Official 93% 

It’s fun, it’s exciting and it’s an 
excellent film licence. The best 
shootie you can buy with state of 
the art graphics, bags of levels 
and plenty of diversions. You can 
play as Luke running and jumping 



or dive into his Landspeeder for a 
spin and even get under 
Chewbacca’s skin. One of the 
most complete games we’ve had 
in the office with a diffculty level 
to tax the best gamers. 

SUPER SWIV 

Storm 

Official 90% 

Play on land as a jeep or sky- 
bound as a helicopter in this 
quality shooty that should hook 
you from the start. With great 
graphics and sound it’s a sure¬ 
fire winner on the SNES. 

SUPER TURRICAN 

Vic Tokai 

Official 88% 

Loads of levels and loads of 
harshly coloured backdrops. 
There’s plenty of Probotector 
influences, so if you’re into 
those kind of things this just 
might be right up your street. 


SUPER PROBOTECTDR 

Konami 

Official 89% 

SuperProbotector was the very 
first review to appear in 
SuperAction. Graphics, sound 
and gameplay are all pretty bril¬ 
liant as you bounce around 
blasting everything in sight. 

Miles better than ghouls and 
ghosts and one of the top ten 
essential purchases a year ago. 

THE TERMINATOR 

Mindscape 

Official 82% 

This is let down by the ‘mean 
and moody’ graphics which in 
reality are just dark. Not a bad lit¬ 
tle game and it does have a dri¬ 
ving scene that changes the pace 
of it all. None of it steals the 
show though. Yawn. 

TOYS 

Absolute 

Entertainment 

US Import 80% 

The initial thrill of the lively and 
well drawn toys coupled with 
their individual sounds and 
characteristics subsides after 
constant repetition of the same 
theme. Graphically, sonically 
and in terms of longevity it’s a 
good product. Lack of exciting 
and varied gameplay prevents 
this cart being great. 

UN SQUADRON 

Capcom 

Jap import 89% 

Based on Japanese comics of 
the same name, this is a conver¬ 
sion of a Capcom coin-op. There 
are loads of differences between 
this and the original, but most of 
them are improvements. Nice 
graphics, excellent music and 
loads and loads of firepower. A 
fast, exciting and very difficult 
future shock blast. 

WING COMMANDER 

Mindscape 

Official 81% 

Over shoulder view of various 
battles in space with you as the 
only saviour of mankind. Loads 
of missions to be assigned to 
with various types of craft to 
pilot. Graphics and sound are 
too similar to the PC version to 
be anything astounding but the 
game runs fast and is quite a 
tricky challenge. 

WINGS 2 

Namco 

US import 82% 

WWI air time with the crates of 
the Royal Flying Corps. Power 
up your squadron to complete 
missions in strafing, dog fight¬ 
ing and bombing. Chunky 
graphics and deeply arousing 
patriotic music make this one of 
the best flight sims available. 
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LOST VIKINGS 

Interplay 

Official 89% 

A SNES release that requires lat¬ 
eral thinking, patience and 
endurance. What a refreshing 


change! Good enough to make 
you burst into song. Ohhhhhhh, 
the graphics are beefy and 
bright and the sounds are uplift¬ 
ing alright, the gameplay is as 
sound as Olaf is round but the 
end is a wonderful sight. That’s 
quite enough of that. 

CAMELTRY 

Taito 

Jap/us import86% 

In the old days, we would have 
called this a maze game. Rotate 
the screen and move a small 
ball through the level. 
Challenging, original and fun. 



make sure you get the vastly 
enhanced and much bigger US 
version. It has far more levels 
than the otherwise tabby 
Japanese version. 

SUPER PUTTY 

System 3 

Official 86% 

Yes, you’ll be amazed at the 
graphics and yes, you’ll have a 
top laugh playing it for hours, 
but once you’ve reached a cer¬ 
tain level of difficulty you proba¬ 
bly won’t be quite so keen to 
continue playing. This game has 
everything except enough long 
lasting appeal. 

FACEBALL2000 

Bullet Proof 
Software 

US import 87% 

Wander around a maze in pur¬ 
suit of enemy smileys or your 
best mate. There’s also a hidden 
game only accesible through a 



wierd password combination. 
Simple graphics with some 
basic sound effects. 

LEMMINGS 

SunSoft 

Official 87% 

A spot on conversion of the com¬ 
puter original and believe it or 
not, an improved control system. 
The graphics are functional 
rather than gorgeous, but saving 
the lives of hundreds of 
Lemmings is enormously addic¬ 
tive. Good music too and a top 
quality classy game. 

YOUNG MERLIN 

Virgin 

Official 89% 

What an absolute whopper! A 
truly huge game which provides 
a most enjoyable alternative to 
the Zelda series of carts, and in 
many ways is a whole lot more 
playable. Pleasing graphics, a 
good sound track and plenty of 
puzzles, challenges and varia¬ 
tions make this a polished little 
game with plenty of lasting 
appeal. 


MARIO IS MISSING 

Mindscape 

Official 86% 

The first of a spate of ‘edutain¬ 
ment’ titles for the little ones. An 
excellent way to teach the tod¬ 
dlers some geography and quite 
taxing for gradutes as well. 
Travel the globe finding famous 
landmarks. Seven’s and up. 

TRODDLERS 

Sales Curve 

Official 90% 

Addictive puzzler that will keep 
you in the house for weeks. Go 
and find the missing troddlers 
that are scattered around hun¬ 
dreds of different rooms. Move 
blocks, catch the little folk and 
get home in time for tea. 

POPULOUS 

Imagineer 

Official 90% 

This game moved mountains 
when it arrived on home com¬ 
puters a couple of years ago and 
the SNES version is excellent. 
Excellent music and some very 
interesting graphics. Lots to do, 
lots to see and lots to keep you 
going forages. 

PUSHOVER 

Ocean 

Official 86% 

A very frustrating and addictive 
game involving an ant and some 
very special blocks. To complete 
each level you must knock over 
every block like dominoes. 

There are several types of block 
and carefull strategy is required 
to achieve the goal against the 
all important clock. 

Q-BERT 

NTVIC 

US import 84% 

Hop around with glee avoiding 
all manner of strange creatures 
in an attempt to colour tiles in 
an odd shaped enviroment. A 
strange and qwirky control 
method means initial frustration 
with the tasks. Good graphics 
with great backdrops and nice 
sound to boot. Was the arcade 
version really that long ago? 

RAMPART 

Electronic Arts 

US import 90% 

An original blend of puzzle and 
war. Construct castles to house 
your guns then blast the opposi¬ 
tion out the playing area. 
Graphics and sound are ade¬ 
quate to the job. Don’t expect 
anything spectacular, although 
there is a spot of Mode seven. 

It’s very entertaining and it’s 
enormously playable. 

SIM CITY 

Nintendo 

Official 92% 

Gorgeous, involving and utterly 
fabulous conversion of the clas¬ 
sic home computer favourite. 
Build yourself a city, keep it 
going and if you get bored, 
knock it to the ground using an 
array of natural (and supernat¬ 
ural) disasters. The graphics 
and sounds are just about up to 
the job, but this deserves its 
score on its enthralling and 
excellent gameplay alone. 
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SPINDIZZY WORLDS 

Activision 

Official 87% 

As old as the hills this game but 
it doesn’t suffer because of it. 
Guide a glittering spinning top 
around mazes of trapdoors, 
short cuts, lifts and all manner 
of awkward obstructions. 

SUPER BOMBERMAN 

Hudson^oft 

Official 95% 

One of the best SNES games 
available. Bound around the 
arena blowing up all of your hot 
headed mates without a care in 
the world. Excellent. 

WORDTRIS 

Spectrum Holobyte 

US import 87% 

Imagine a game like Tetris but 
with words and a timer and a 
vocabulary the size of 
Kilimanjaro. It’s fast, infuriating 



and lots of fun - just don’t kid 
yourself that it’s an educational 
and you’ll do fine. 


YOSHI’S COOKIE 

Bullet Proof 

Official 82% 

Mario’s jurassic pal takes on 
Tetris in yet another scarey 
cloning incident. Highly addic¬ 
tive with a nice little learning 
curve. Should keep you busy for 
a fair bit. Well, I quite enjoyed it. 


ADVENTURE ' 
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ACTRAISER 

Enix 

Official 90% 

It’s hard to know quite what sec¬ 
tion to put this in. At first, it 
appears to be a side-on slasher 
in the mould of Rastan Saga. 
Delve a little deeper and you’ll 
discover that this is in fact a 
huge, sprawling RPG with ele¬ 
ments of Zelda and Populous. 
Classic stuff and still one of the 
best SNES soundtracks. 

JURASSIC PARK 

Ocean 

Official 91% 

An excellent combination of var¬ 
ious game styles so brilliantly 
put together that it leaves you 
with that good all round action 
packed extravaganza feeling. 
Blast those dinosaurs to hell and 
make your way to the mainland. 
It will take plenty of frustrating 
hours until completion. 

DRAKKHEN 

Infogrames 

Official 80% 

Weird 3D perspective is gener¬ 
ated by the fluid polygon graph¬ 
ics. Other than that, it’s much 
the same as all the other RPGs 
available. This one does have 
smart bits, but not really enough 


to lift it above the crowd. 
Competent and well designed, 
but too heavily structured to be 
totally addictive. 

FINAL FANTASY 2 

Squaresoft 

US import 89% 

Although this looks incredibly 
dull, the sheer depth and scope of 
the game make it an instant clas¬ 



sic. Shoddy graphics are greatly 
enhanced by the addition of a 
stunning soundtrack. Lots of puz¬ 
zle solving and fighting and a fair 
bit of wandering around. 

MIGHT AND 
MAGIC 2 

Elite 

Official 90% 

Dave orginally wanted to give 
this 96% but we tied him down, 
poured lots of hot coffee into his 
system and his deranged mind 
eventually floated back to the 
realm of reality. Worth 90%. 

LAGOON 

Kemco Seika 

US import 81% 

This Zelda inspired romp does 
have some colourful graphics 
and quite spectacular sound. 



It’s neither as deep or as detailed 
as Zelda and as a result looks like 
a pretty poor imitation. Worth a 
look if you’ve completed the 
aforementioned classic. 

LEGEND OF THE 
MYSTICAL NINJA 

Konami 

US import 90% 

Gorgeous looking, brilliant 
sounding RPG combined with 
some fun arcade sections. The 
challenge is larger and more dif¬ 
ficult than it first seems - you’ll 
play this into the small hours. 
Entirely wholesome stuff. 

SHADOWRUN 

Laserbeam 

Official 90% 

An innovative and addictive 
cyberpunk RPG. At last a game 
that shrugs off the trainspotter 
stigma. Arcade style shooting 
throughout ensures the best of 
both worlds. 

SOUL BLAZER 

Enix 

US import 93% 

This absolutely fabulous 
(dahling) role playing game is 
easy to get into and will have 
you playing it at all hours. It’s 
the grown up version of Zelda. 
The plot is dark and mysterious 
thus giving it plenty of atmos¬ 
phere. You’ll be playing this for 
weeks. The graphics are detailed 



and often stunning, with good 
use made of the Super Nintendo 
hardware. The music is fine and 
the gameplay is deep and 
involving. This represents excel¬ 
lent value for money. 

YS111 

Tonkin House 

US import 86% 

Fabulous RPG with nice graph¬ 
ics and a huge adventure to 
complete. Everything about this 
reeks of quality and the only 



thing that really lets it down is a 
somewhat weak plot. Check it 
out though, it’s among the best 
RPGs that you’ll find on the 
Super Nintendo. 

ZELDA 3 

Nintendo 

Offiefil 95% 

Last and certainly not least. 
Zelda 3 is the office favourite. 
This is the creation of Mario 
programmer Shigeru Miyamoto. 
Even if you’re not interested in 
RPGs, the combination of 
arcade action and clever puzzles 
is a joy to behold. This is one of 
the finest video games ever and 
you simply must have this. 
Gorgeous graphics, great game- 
play and months of challenge. 
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AS ■ RANGING A 

AS' ' ^ R COT 

INTO 


CLAYMATES 

Interplay 

Official 89% 

Enjoyable and amazingly addic¬ 
tive plasticine platform romp. 
Excellent claymation graphics 
with just a little twist of harsh 
gameplay make this one a treat. 

DUCK DODGERS: 
MARVIN MISSIONS 

Marubeni 

Official 90% 

Daffy Duck appears in this space 
adventure with a difference. 
Mostly platform action with 
bags and bags of Warner Bros 
humour. Top notch graphics, 
plenty of gameplay and a wicked 
soundtrack. Mother! 

ADDAMS FAMILY 2 

Ocean 

Official 88% 

Pugsley’s Scavenger Hunt isn’t 
as large as the first and there is 
a stronger puzzle element to it. 
Yet again though the graphics 
are great, the music ooky and 
kooky and everything moves 
perfectly. It isn’t a two minute 
platform game. 


ADVENTURE ISLAND 

Hudsonsoft 

Official 87% 

This bouncy game has the best 
music that you will find on any 
game for the SNES. The game¬ 
play is a bit dodgy and a touch 
easy at times but it’s worth a 



you might have about cutesy 
graphics and you shouldn’t do 
too badly with this. 

ANOTHER WORLD 

Interplay 

Official 91% 

More platforms than blasting 
mean that Another World nar¬ 
rowly makes it into this catego¬ 
ry. The graphics are very 
unusual polygons, but are put to 
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good use and exceptionally real¬ 
istic. The music is atmospheric 
and superb and the gameplay is 
deep and complex. Once fin¬ 
ished, you’ll try to do it faster 
and better than before and enjoy 
it hugely. Highly recommended. 

ASTERIX 

Infogrames 

Official 92% 

Excellent platform romp around 
the globe with the wee french 
lad who we all love. This one will 
last you a lifetime, what with all 
the levels, baddies and animals 
you have to contend with. No 
battery back up, but still a class 
act and very addictive. 

B.O.B 

Electronic Arts 

Official 90% 

Although this will win no awards 
for originality it won us over in 
other departments. It is quirky, 
humorous and fun to play. 



The graphics are excellent and 
the progression is just right. Not 
just another platform game. 

CHUCK ROCK 

Sony Imagesoft 

US import 90% 

Cartoon style capers in the land 
time forgot all about completely 
and failed to include in the his¬ 
tory books. More’s the pity as 
there is plenty to do with rock 
tossing, belly bashing, eating 
anything with a pulse and of 
course saving your beloved 
Ophelia from the evil dinosaurs 
and the nasty bogey men. 


DRAGON’S LAIR 

Elite 

Official 91% 

striking platform slasher with 
some very nice graphics. It’s 
very unusual in appearance and 
the control method takes quite a 
while to get used to. Once 
you’ve mastered it though, 
you’re in for a nice treat. It’s just 
a shame it wasn’t just that bit 
bigger though. 

ALADDIN 

Capcom 

Official 88% 

Beautifully animated sprites that 
move fluidly over superbly 
detailed backdrops. Sounds like 
a treat doesn’t it? Unfortunately 
Aladdin is not as magical as it 
could or should have been. It’s 
all mouth and no trousers, gor¬ 
geous graphics but no real sub¬ 
stance or serious challenge for 
experienced gamesplayer. 



FIRST SAMURAI 


Marubeni 

Official 89% 

A classic game from way back in 
the mists of time. It’s a mystical 
platform adventure with a little 
twist of oriental magic. A tad 
low on levels but full of playabil¬ 
ity and fine sound effects. 

GODS 

Mindscape 

Official 82% 

A platform shootie with a few 
puzzles thrown in and some 
commendable graphics. It’s just 
too samey to lift it above the 
heads of the crowd. 

LAWNMOWER MAN 

Sales Curve 

Official 86% 

3D cyberworlds in yerface! Join 
Dr Angelo on a virtual mission 
to hell and back. Battle armed 
soldiers, fit through virtual 
worlds and work out tricky puz¬ 
zles. An excellent chill out game. 

HOOK 

Sony 

Jap/us import 87% 

Although this can be slow, it still 
manages to keep you interested. 
The graphics are lovely, with 
depth and character and 
although the gameplay has been 
done fifty squillion times before, 
you’ll probably love it anyway. 
It’s one of the most fluid, 
playable and attractive games 
available on the SNES. Don’t 
forget to pack your tights. 

MR. NUTZ 

Ocean 

Official 93% 

An exremely classy platform 
romp to rival the likes of King 
Mario. A super powered squirrel 
with one hell of an attitude and a 
mighty big tail storms his way 
through endless beautiful levels 
to battle the evil and 
massiveYeti. 


BUBSY 

Accolade 

Official 87% 

The fur ball with attitude is here 
to save the day. Help Bubsy rid 
the world of the horrible 
woolies. Collect up the yarn 
balls, squish the bad guys and 
jump the gaps. An average plat¬ 
form romp basically. 

JOE AND MAC 

Elite 

Official 90% 

Spot on conversion of the Data 
East coin-op and a credit to the 
British team who did the job. 
Hampered only by the limita¬ 
tions of the original, this is an 
attractive and playable romp. 

Nice graphics, excellent sound 
and a whole load of gameplay. 

JOE AND MAC 2 

Irem 

Jap Import 82% 

A gorgeous looking semi-sequel 
converted from the arcade ver¬ 
sion. It’s funny and fun and 
quite quirky to boot. Have a go 
it’s just possible that you’ll 
never look back. 

KRUSTY’S SUPER 
FUNHOUSE 

Acclaim 

Official 84% 

Krusty is a clown from the local 
TV station who specialises in 
showing violent cartoon shows. 
In this game, you must rid 
Krusty’s Fun House of the rats 
who now infest it. This is classic 
platform action. 

LETHAL WEAPON 

Ocean 

Official 75% 

Playing as either Murtaugh or 
Riggs you have to tackle various 
missions against the clock. The 
missions are too similar though 
as you progress it improves. 

COOL SPOT 

Virr-in 

Official 94% 

Take a stroll down quality street 
and the kids will be playing Cool 
Spot on their SNES. Utterly 
wonderful graphics and a char¬ 
acter with so much charm that 
people sit around and watch 
others playing the game. The 
gameplay isn’t perfect but even 
platform-hater Alex loved this 
game. Cool Spot is a true star. 

MARIO ALLSTARS 

NiritSiidd 

Official 92% 

All four ancient Mazza games 
revamped and slapped onto one 
cart. An immensely creative cart 
with more levels than you can 
shake a NES at. A tough chal¬ 
lenge for anyone. 

MICKEY MOUSE 

Capcom 

Jap import 90% 

Anything from Capcom means 
the seal of quality and good 
looks for the SNES. Mickey 
Mouse is no exception with fan¬ 
tastic worlds to explore and 
amazing graphics. One small 
winge might be that the game is 
a little too easy to completebut 
you get your money’s worth. 
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There’s no certainly no doubt 
about that kids. 

OUT TO LUNCH 

Mindscape 

Official 80% 

Take control of Pierre le Chef 
and race around the globe fran¬ 
tically collecting pieces of grub. 
Le Chef Noir is right on your tail 
to wreck your plans so keep on 
your toes. It’s a jolly little jaunt 
with plenty of confiical sprites 
and quirky vegetables, and it’s 
also a nice little puzzler too! 

PRINCE OF PERSIA 

NCS 

Jap import 90% 

Utterly fabulous in every 
respect, this game has proved 



to be a perrenial office favourite. 
You’ll come back to it time and 
time again as the game is 
absolutely huge. Masses of 
action and lush graphics are 
combined with one of the most 
atmospheric and brilliant SNES 
soundtracks to date. 

ROADRUNNER 

SunSoft 

US import 88% 

Cartoon capers with Road 
Runner evading the hungry 
coyote at the expense of every¬ 
one’s patience. Great graphics, 
brilliant animations but let down 
by the control method. Wile E 
Coyote is still hilarious though. 

ROBOCOD 

Ocean 

Official 90% 

Theses are some of the scrum- 
miest, most candy striped 
graphics you will ever find on a 
SNES (until Zool comes out). 
Frantic action is complemented 



by an enormous and challenging 
game. The transportation ele¬ 
ments add a touch of variety, 
which is much needed in plat¬ 
form games of this ilk. Fast, furi¬ 
ous, frantic fun. Try it out. 

ROBOCOP 

Ocean 

Official 89% 

The graphics in this game are 
fantastic, and the gameplay, 
while fun is hindered by the dif¬ 
ficulty level. It’s one of the 
toughest games we’ve ever had 
in. You can complete it though - 
well you can if have a Game 
Genie or Action Replay. 


SKUUAGGER 

ASC 

US Import 80% 

Bizarre plot and dodgy graphics 
mask a simple and enjoyable 
platform romp. There isn’t 
much to it and variety (not 
Bobby Davro/Bruce Forsyth) 
fans will soon grow bored. 
Nothing drastically wrong with 
it, but it doesn’t shine. 

SUPER CASTLEVANIA4 

Konami 

Official 92% 

You’ll run out of superlatives 
very quickly as you try to 
describe to your pals the huge, 
sprawling and mindlessly addic¬ 
tive nature of this game. 
Fabulous in every respect and 
very, very urmm... large. Play as 
the tough Simon Belmont, vam¬ 
pire killer extraordinaire. 

SUPER GHOULS ’N’ 
GHOSTS 

Capcom 

Official 92% 

Capcom’s first effort on the 
Super Nintendo Entertainment 
System and still one of the all 
time greats. Fantastic graphics 
combined with creepy, orches¬ 
tral music in this fabulous remix 
of the Capcom coin-op. 

SUPER MARIO WORLD 

Nintendo 

Official 95% 

This game is synonymous with 
the greatest console in the 
world, so it’s going to have to 
be a stonker isn’t it? As much 
platform playability and hilarity 
you can get out of a cartridge. 
Good king Mario is here with all 
his merry chums and this game 
is totally fantastic. 

TINY TOONS 

Konami 

Official 90% 

One of the most fabulous games 
to wander into Super Action 
Towers. Massive gorgeous 
graphics, smart tunes and some 



unbelievable gameplay. The car¬ 
toon tie in has already shifted 
plenty of these but it’s worth it. 

TOM AND JERRY 

Hi Tech 
Expressions 

US Import 78% 

An enjoyable and playable car¬ 
toon platformer that’s let down 
by lack of appearances by 
grumpy cat Tom. The jaunt and 
merry MGM theme tune is in 
there and the horrific squeaks 
and yelps of pain from little 
Jerry mouse when his energy is 
lost are almost tear-jerking. 

Fans of the classic cartoon 
series may feel betrayed a little, 
but the hardcore platform enthu¬ 
siast who lives just for these 
games will love the challenges 
and tricky situations.lt’s not 
amazing, but you may like it. 


AERO THE ACROBAT 

SunSoft 

Official 87% 

A weird platform adventure with 
just the right amount of addic¬ 
tive pulling power to keep you 
hooked for a long while. The 
size of the arena means you’re 
probably gonna get lost occa¬ 
sionally but what the heck you 
can deal with that. Some people 
may like it more than others. 


SPORTS GAMES 

ARMCHAIR SPORTS 
FREAKS STEP THIS WAY, 
irS PARTY TIME. 


CHAMPIONSHIP POOL 

Mindscape 

Official 91% 

An age old game brought back 
to life in this amazing simulator. 
Silky smooth graphics and 
excellent gameplay make this 
game just too addictive. Buy it 
now and you won’t leave the 
house for months! 

AUGUSTA MASTERS 

T&E Soft 

Jap Import 82% 

Smart golf game from the 
experts, marred only by slow 
update and odd graphics. The 
text can be ignored and once 
you figure it out, this is one of 
the better SNES golf sims. 

SIDE POCKET 

Vic Tokai 

Official 85% 

As pool simulations go, this is 
quite the most ridiculously over 
the top game you are ever likely 
to see - and we love it. You can 
do bizarre things with the cue 
ball, perform impossible feats of 
cue control and still have time 
for the odd trick shot or two. 
Realism goes out of the window 
but this is still a brilliantly 
playable and interesting game. 

BOXING LEGENDS OF 
THE RING 

Electro Brain 

US Import 87% 

An excellent boxing simulation 
with more than it’s fair share of 
action and playability. Massive 
well animated sprites, great 
sound effects and a tad of 
blood/saliva thrown in for good 
measure. This has to be one of 
the best sports sims available 
for the SNES and should provide 
hours of nose crushing, jaw 
shattering entertainment. By fair 
means or foul you must get a 
copy of this cart, you won’t 
regret it, we promise. 

CAL RIPKEN JNR 

Mindscape 

Official 85% 

The only thing that lets Cal 
down is that it is a Baseball 



game. If you let that fact colour 


your thinking you’ll be missing a 
tense two player bonanza that 
will rise your blood pressure. 


DAVID CRANE’S 
AMAZING TENNIS 

Absolute 

US import 92% 

Fortunately for David Crane, 
this really is amazing. The 
graphics are stunning, the 
sound effects totally convinc¬ 
ing and the gameplay superb. 
Easily on par with Super 
Tennis, but in order to pull that 
off it is unfortunately almost 
identical in play. 

PILOTWINGS 

Nintendo 

Officiai 93% 

The first game to show off the 
sense of depth and realism that 
mode seven backgounds create. 
Atop combo of tests in any 
form of flying imaginable, it’s 
over a year old but still addic¬ 
tive. Each event presents a more 
engrossing challenge and if you 
can stop playing before you fin¬ 
ish it you’ve got no soul. 

HOLE IN ONE GOLF 

HAL 

Jap import 91% 

The first golf game available for 
the Super Nintendo and still eas¬ 
ily one of the best. The overhead 
view of the course may not be 
as realistic as the polygons 
employed by other golf games 
but it’s effective just the same. 
Nice use of Mode 7 but some 
tragic music. 

MAJOR TITLE 

Kiss UK 


Official 89% 

Nothing to do with Flannibal 
Lecter, this is golf! Play for cash 



and thrill to the amazing mode 
seven graphics. It’s great in play 
and the competitive aspect adds 
to the proceedings - certain 
Europress staff have been 
known to play this for real 
money. One of the best all round 
golfing titles. 

JIMMY CONNORS PRO 
TENNIS 

UBI Soft 

US import 89% 

A great tennis game with loads 
of options. Whizz around the 
world playing on various sur¬ 
faces in your attempt to become 
the number one seed. Not quite 
as good as Super Tennis but 
worth a look. 

JOHN MADDEN’S 93 

Electronic Arts 

Official 78% 

Electronic Arts make amends 
with this hugely improved 
revamp of the first SNES 
Madden’s. Graphics are slicker, 
music is better and gameplay is 
much better. It’s a very smart 
and utterly playable title with 
lots to recommend it - the fact 
that it’s meant to be a superb 
American footy game with 
everything in it is its biggest 
downer. Bummer dude! 


96 SUPER ACTION 


KEVIN KEEGAN’S 
PLAYER MANAGER 


Anco 

Official 81% 

Don your curly perm wig and 
you are Kevin Keegan! An excel¬ 
lent balance of skill and strategy 
to please all those footie fans 
that have been craving for a 
good player manager game for 
the past million years. 

SUPER KICK OFF 


Imagineer 

Official 83% 

Amiga and ST owners will relate 
to this as it is a vast improve¬ 
ment on their version. A compli¬ 
cated and hard game that has 
depth and oodles of lasting 



appeal. Graphically, it isn’t much 
actually but that isn’t the point 
as it isn’t trying to break any 
new ground. Until Kevin 
Keegan’s Player Manager came 
out it was nevertheless an 
essential purchase. 


NCAA BASKETBALL 


Nintendo 

US import 90% 

When this game came in the 
office everybody was trans 
formed in to hi-top wearing 
giants. The sound is smart, the 
graphics are good but the game¬ 
play is amazing. Total addiction. 
The best Basketball available on 
the SNES and no doubt it will be 
for a long time to come, this is 
way ahead of the field. 

NHLPA HOCKEY 


Electronic Arts 

Official 84% 

Almost a direct copy of the 
Mega Drive version and it 
shows, what with jerky graph- 
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ics and small sprites. Good 
gameplay though with plenty 
of options and the classic head 
to head. Added features 
include fighting and the “look 
what I did’’ action replay. 

SENSIBLE SOCCER 


Sony Imagesoft 

Official 85% 

The classic football game from 
way back hits the SNES with a 
less than large smash. It’s a 
good middle of the road football 
cart but doesn’t have that Striker 
shine. It’s quite sensible though. 


PEBBLE BEACH 
GOLF LINKS 

T&E Soft 

US Import 90% 

As professional as Danger, Faldo 
and Ballesteros rolled into one. 
Even the hefty manual is worthy 


of commendation. The statistics 
storage facility, amongst the 
multiplicity of good points, is a 
brilliant feature. Although there’s 
only one main course for you to 
play about on, you’ll definitely 
come back for a quick round 
time and time again. Excellent. 

STRIKER 

Elite 

Official 86% 

The best football game on the 
Super Nintendo. It looks like 
football, it sounds like football 
and most important of all it 


THIS GHHE PHK 
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plays like football. The options 
available widen the game and 
give you the chance to cus¬ 
tomise everything from hair 
shades to player’s names. 


SUPER BOWLING 


Athena 

US import 88% 

No fun at all for a single player, 
yet hugely enjoyable with a cou¬ 
ple of pals. Great graphics and 
sound but just a little too easy in 
the long run. 

SUPER SOCCER 


Nintendo 

Official 80% 

It looks a lot better than it actu¬ 
ally is, but this game does play a 
very nice game of football. Good 
graphics, ace music and lots of 



playability. Players moving up 
the pitch do have a huge advan¬ 
tage though, as the action is 
mostly obscured by the net. 

SUPER TENNIS 


Nintendo 

Official 92% 

Still the best Tennis game avail¬ 
able for the Super Nintendo and 
indeed, on any machine ever. The 
computer plays a challenging 
game, but this release really 
comes into its own in the two 
player mode. 

WORLD LEAGUE 
SOCCER 


Mindscape 

Import 80% 

This is very nice and super fast 
and scrolls beautifully, but it 
looks like a game of high speed 
draughts played on a billiard 
table. There is a whole host of 
options to choose from, includ¬ 
ing match duration and top 
background music. 
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YOGI BEAR 

The smarter than average bear bounds onto 
your Super Nintendo, sticks his butt in the air 
and announces that Boo Boo has been 
replaced by someone called Yo Yogi. 


RAINBOW BELL ADVENTURE 

Come and enjoy the rainbow bell fun! Join Twin 
Bee, Quin Bee, Thin Bee, Win Bee, Bee Gee 
and the rest of the Bee line gang in the next 
creamy issue of SA. 


SOCCER KID 

He may be sponsored by Golden Grahams, but he 
ain’t all that bad. Ocean’s latest platform supre¬ 
mo hits us hard in the six yard box - next ish! 


See va next month! 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 


SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.99 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 

■h FREE SN PROPAD- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

■f-FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 


SUPER NES GAMES 
• = NEW GAME 

RRP OUR 


PRICE 

ADDAMS FAMILY . 44.99 ...37.49 

ADDAMS FAMILY 2 - 

PUGSLEY'S SCAVENGER HUNT . 44.99 ...34.99 

ADVENTURES OF DR. FRANKEN . 44.99 ...39.99 

AERO THE ACROBAT • . 54.99 ...49.99 

AGURI SUZUKI F1 RACING . 44.99 ...37.49 

ALADDIN* . 49.99 ...41.99 

ALFRED CHICKEN • . 49.99 ...44.99 

ALIEN 3 . 49.99 ...43.99 

ASTERIX . 44.99 ...39.99 

AXELAY . 44.99 ...37.49 

B.O.B.44.99 ...39.99 

BATMAN RETURNS . 49.99 ...40.49 

BATTLETOADS IN BATTLEMANIACS ...39.99 ...34.49 

BUBSY BOBCAT . 39.99 ...33.49 

CAL RIPKEN BASKETBALL . 49.99 ...44.99 

CAPTAIN AMERICA . 49.99 ...44.99 

CHAMPIONSHIP POOL . 49.99 ...44.99 

CHESSMASTER . 44.99 ...37.49 

CHUCK ROCK . 44.99 ...36.99 

CLIFFHANGER . 44.99 ...36.99 

COOL SPOT* . 44.99 ...39.99 

CYBERNATOR . 49.99 ...40.49 

DAFFY DUCK - 

THE MARVIN MISSIONS * . 54.99 ...49.99 

DENNIS* . 44.99 ...39.99 

DESERT STRIKE . 44.99 ...39.99 

DRACUi-A . 44.99 ...36.99 

EQUINOX . 49.99 ...39.99 

EXHAUST HEAT . 44.99 ...36.99 

F-ZERO . 39.99 ...32.99 

FIRST SAMURAI . 49.99 ...43.99 

FLASHBACK . 49.99 ...39.99 

GOOF TROOP . 49.99 ...41.99 

GP1 *. 49.99 ...40.99 

HOOK . 44.99 ...36.99 

HUMANS* . 44.99 ...36.99 

INCREDIBLE CRASH DUMMIES . 49.99 ...43.99 

JIMMY CONNORS’PRO TENNIS TOUR 49.99 ...37.99 

JOHN MADDEN ‘93 . 44.99 ...24.99 

JURASSIC PARK . 54.99 ...40.99 

KEVIN KEEGAN PLAYER MANAGER ...49.99 ...42.99 

KING ARTHUR’S WORLD . 44.99 ...37.49 

KRUSTY’S FUN HOUSE . 44.99 ...37.49 

LAGOON . 59.99 ...51.99 

LAMBORGHINI . 49.99 ...41.99 

LAST ACTION HERO . 44.99 ...36.99 

LEMMINGS . 49.99 ...41.49 

LEMMINGS 2* . 49.99 ...39.99 

LOST VIKINGS . 39.99 ...33.49 

MAJOR TITLE GOLF . 44.99 ...39.99 

MARIO ALL STARS . 49.99 ...39.99 

MARIO IS MISSING . 49.99 ...44.99 

MARIO PAINT WITH MOUSE . 59.99 ...49.99 

MECHWARRIOR . 49.99 ...43.99 

MEGALOMANIA . 49.99 ...43.99 

MICKEY’S MAGICAL QUEST . 59.99 ...49.99 

MIGHT AND MAGIC 2 * . 59.99 ...53.99 


MORTAL KOMBAT . 59.99 

MRNUTZ* . 44.99 

MYSTIC QUEST . 39.99 

NBA ALL STAR CHALLENGE.49.99 

NFL QUARTERBACK CLUB . 59.99 

NHLPA ‘93 ICE HOCKEY . 44.99 

NIGEL MANSELL’S WORLD CHAMPIONSHIP 39.99 

OUTLANDER . 49.99 

PEBBLE BEACH GOLF . 49.99 

PGA TOUR GOLF . 44.99 

PIERRE LE CHEF - OUT TO LUNCH.49.99 

PILOT WINGS . 39.99 

PINBALL DREAMS * . 44.99 

PINK PANTHER 49.99 

PLOK . 39.99 

POP ‘N’ TWINBEE . 49.99 

POPULOUS 2 • 49.99 

PRINCE OF PERSIA . 49.99 

PUSH OVER.39.99 

RANMA1/2* . 49.99 

REN AND STIMPY . 44.99 

ROAD RUNNER (LOONEY TUNES) . 49.99 

SENSIBLE SOCCER .49.99 

SHADOWRUN* . 49.99 

SIM CITY . 39.99 

SKYBLAZER . 44.99 

STARWING . 49.99 

STREETFIGHTER 2 . 64.99 

STREETFIGHTER TURBO . 59.99 

STRIKER . 44.99 

SUNSET RIDERS . 49.99 

SUPER AIR DIVER * . 54.99 

SUPER BOMBERMAN . 44.99 

SUPER GOAL . 44.99 

SUPER MARIO KART . 39.99 

SUPER MARIO WORLD . 39.99 

SUPER NBA BASKETBALL . 49.99 

SUPER PROBOTECTOR . 44.99 

SUPER PUTTY . 49.99 

SUPER SMASH TV . 44.99 

SUPER STAR WARS . 49.99 

SUPER STRIKE EAGLE . 49.99 

SUPER TENNIS . 39.99 

SUPER WWF WRESTLEMANIA . 44.99 

THOMAS THE TANK ENGINE * . 44.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE . 49.99 

TOP GEAR 2 * . 49.99 

TOTAL CARNAGE * . 44.99 

TRODDLERS . 39.99 

ULTRAMAN . 39.99 

VEGAS STAKES . 39.99 

WARPSPEED . 49.99 

WING COMMANDER 

SECRET MISSIONS . 49.99 

WINTER OLYMPICS * . 49.99 

WOLFENSTEIN 3D * . 49.99 

WORLD LEAGUE BASKETBALL . 39.99 

WWF ROYAL RUMBLE . 59.99 

YOSHI’S SAFARI (SCOPE 6 GAME) . 39.99 

YOUNG MERLIN* . 59.99 

ZELDA 3 - LINK TO THE PAST . 39.99 

ZOMBIES . 49.99 

ZOOL* . 44.99 



SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

60 CHANNEL TUNING. REAR 
SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT. 
BLACK TRINITRON SCREEN. 
LOOP AERIAL. 


FREE SCART LEAD 


(STATE AMIGA. ST, MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 


SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 


SONY 
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.43.99 I 
.51.99 H 
.24.99 n 
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,.39.99 
.36.99 
.39.99 
.40.99 
.32.99 
..36.99 
..39.99 
..55.49 
.48.99 
..40.49 
..42.49 
..49.99 
..32.99 
..37.49 
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..34.99 
..39.99 

..40.49 

..44.99 
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..19.99 

..33.49 

..32.99 


TV WITH FASTEXT 249.99 


SUPER NES EXTRAS 

JOYPADS 

DRAGON SPEEDPAD 
(WITH AUTOFIRE) ... 


FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 
LOGIC 3 LOGIPAD SN 
FOR SNES. FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 13.99 


NINTENDO 
CONTROL PAD 
15.99 

NINTENDO SCOREMASTER 
JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 






PHASE 9 OBLITERATOR WITH 
AUTOFIRE(TWO SPEED) & SLOW 
MOTION. 13.99 


♦If© 



QS160 SUPERCON2 

JOYPAD (WITH SLOW MOTION 

AND AUTOFIRE) .10.99 


QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 



QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND 

SLOW MOTION.35.99 

QUICKJOY SN I 
PROPAD (WITH I 
SLOW MOTION AND 
TWO SPEED AUTOFIRE) 11.99 1 


SAITEK MEGAMASTER I 
JOYSTICK WITH AUTOFIRE AND 
SLOW MOTION (MICROSWITCHED). 
18.99 

SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION 
11.99 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE).18.99 





..44.99 

..44.99 

..44.99 

..32.99 

..53.99 

..34.49 

..54.99 

..32.99 

..38.99 

..36.99 


NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT . 9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 
NINTENDO STEREO AUDIOA/ISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) . 15.99 



GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER . 

GAMEBOY WITH TETRIS+ BATTERIES 
FREE KONIX GB HOLSTER . 


.39.99 

.49.99 


STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 


PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC) . 6.99 

LOGIC 3 MULTI CASE CARRY BAG . 12.99 

GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES. 

CREDITS ETC. BOOK OF CODES INCLUDED) . 37.99 


MANGA VIDEOS 



SfiecUd ReieMjie memheni ccu^ Lam all tlUi.. ca^ yOll? 

READ NRG Regular Club Magazine 
CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 



SAVE more with our XS Coupons 
WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers, fyioney-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 


That s why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch, We reserve the right to change prices without prior notification. E .& O.E. 


SA WBRIDGEWORTH SHOP CHELMSFORD SHOP 

2 South Block, The Maltings 43 Broomfield Road, 

Sawbridgeworth, Herts Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 


6 MONTHS 
TRIAL 

MEMBERSHIP 


ONE YEAR 
ANNUAL 
MEMBERSHIP 


TWO YEARS 
WITH FREE 
HARD BINDER 


UK MEMBERS 4.00 


7.00 


14.00 


OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 


r WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

' THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 

• (PLEASE PRINT IN BLOCK CAPITALS) YELP 


Name. 


Address. 


GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

• = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 


SCAVENGER HUNT . 23.49 

ADVENTURE ISLAND 2 • . 20.99 

ALFRED CHICKEN . 23.99 

ALLEYWAY . 13.49 

ASTERIX . 23.99 

ASTEROIDS . 12.99 

BART VS JUGGERNAUTS . 13.99 

BATMAN - 

THE ANIMATED SERIES . 21.99 

BATTLETOADS . 21.49 

BATTLETOADS IN 

RAGNAROK’S WORLD . 21.99 

BEST OF BEST KARATE . 21.49 

BILL AND TED’S EXCELLENT 

ADVENTURE . 17.49 

BIONIC COMMANDO . 21.49 

CASTLE QUEST • . 20.99 

CASTLEVANIA . 14.49 

CHUCK ROCK . 20.99 

CLIFFHANGER* . 20.99 

DARKWING DUCK . 25.49 

DR. FRANKEN 2 . 23.99 

DR. MARIO . 20.49 

DRACULA . 20.99 

DROPZONE . 23.99 

DUCK TALES . 21.49 

EMPIRE STRIKES BACK . 21.49 

FI 5 STRIKE EAGLE . 23.49 

FELIX THE CAT • . 20.99 

FIDGETTS . 23.49 

FIREFIGHTER . 23.99 

FLINTSTONES . 21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR) . 25.49 

FRANKY, JOE AND DIRK 


ON THE TILES* . 21.99 

GARFIELD . 24.99 

GARGOYLES QUEST . 13.49 

GEAR WORKS . 20.99 

GOAL* . 21.99 

GOLF . 18.49 

HUMANS* . 21.99 

JACK NICKLAUS GOLF 21.49 

JURASSIC PARK ... 25.99 

KID DRACULA . 22.49 

KID ICARUS . 20.49 

KIRBY’S DREAMLAND . 20.49 

KRUSTYS FUN HOUSE . 19.49 

LAMBORGHINI* ... 21.99 

LAST ACTION HERO . 20.99 

LAWNMOWER MAN 23.49 

LEMMINGS . 22.49 

LETHAL WEAPON . 23.99 

LOONEY TUNES .25.49 

MARBLE MADNESS.20.49 

MARIO AND YOSHI . 20.49 

MEGA MAN 2 . 20.49 

MERCENARY FORCE . 21.99 

MICKEY’S PUZZLE . 23.99 

MORTAL KOMBAT . 26.99 

MOTOR CROSS MANIACS . 14.49 

MUHAMMAD ALI BOXING * . 23.99 

MYSTIC QUEST.25.49 

NIGEL MANSELL S WORLD 

CHAMPIONSHIP .22.49 

NINTENDO WORLD CUP.20.49 

PANG • . 20.99 

PIERRE LE CHEF - 

OUT TO LUNCH * .23.99 

PINBALL DREAMS . 21.99 

POPULOUS.23.49 

PRINCE OF PERSIA .21.49 

PRINCESS BLOBETTE . 13.49 

REN AND STIMPY . 22.99 


ROAD RASH . 23.49 

SENSIBLE SOCCER * . 20.99 

SOLAR STRIKER .13.49 

SPEEDY GONZALES . 26.99 

STAR TREK . 25.49 

STAR WARS . 22.49 

SUPER JAMES POND . 23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TALESPIN . 21.49 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE .21.99 

TENNIS . 19.49 

TERMINATOR 2.13.99 

TESSERAE* .17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY . 23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL) . 23.49 

TITUS THE FOX* . 21.99 

TOM AND JERRY . 21.49 

TOM AND JERRY 2 .23.99 

TOP RANKING TENNIS .20.49 

TOTAL CARNAGE * . 23.99 

TRACK AND FIELD . 24.49 

TROLLS* . 23.99 

TURRICAN . 14.49 

TURTLES 2 . 25.49 

VIKING CHILD* . 21.99 

WWF KING OF THE RING * . 23.99 

WWF SUPERSTARS.21.49 

YOSHI’S COOKIE . 18.49 

ZELDA - LINK’S AWAKENING ...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 
ZOOL * . 21.99 


WE ONLY ACCEPT POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE STATE 
•1 AM OVER 18' ON YOUR ORDER. 

3X3 EYES PART 2 (RATED 15) . 8.99 

AKIRA (RATED 15) . 12.99 

AKIRA DOUBLE PACK (RATED 15) . 17.99 

DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

FIST OF THE NORTH STAR (RATED 18) . 12.99 

LENSMAN (RATED PG) . 12.99 

PROJECT A-KO (RATED 15) . 12.99 

R.G. VEDA (RATED PG) . 12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) . 12.99 

LOTS MORE AVAILABLE PLEASE CALL 



43 Broomfield Road, 
Chelmsford, Essex. 


.Postcode 


Phone_Machine. 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.001 


item 


item 


item 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 

£ 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No_) 


Card 

expiry date_Signature_ 

Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 


PLEASE NOTE: PRICES VALID UNTIL JANUARY 
31 ST 1994. If ordering after this date, please 
phone Sales to check for any price changes. 

We only supply official UK products. Official suppliers of all leading 
brands. We sell games and peripherals all at amazing prices for 
Megadrive, Master System, Game Gear, Super NES, Gameboy, 
NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And 
we sell T-shirts, Manga Videos and cuddly toys! 


I Overseas Orders Surcharge (EC or World): Software orders 
I please add £2.00 per item. Non-software items please add 
I 25%. Hardware Items supplied to UK mainland only. 

I Overseas orders must be paid by credit card. 

I--- 



























































































































































































































































































































































creating a world of difference 




E HI T E fJ 7 A 'l HI M E HI 7 S Y S 7 E M_ 


f^SecotTOTOeroPe me 1994 World Cup 
final was due to begin an alien of the 
cup-collecting kind swoops down and 
steals the World Cup trophy. 


me'cafeless emerf^nrae^^itffifforbitlng asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to | 

recover and reassemble the World Cup. ^ 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


LICENSED FROM KRiSALIS SOFTWARE LTD. 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD ■ MANCHESTER'WrfSIz ■ TELEPHONE: 061 832 6633 • FAX: 061 834 0650 
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